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This is how you do multiplayer right. Now, | 
haven't personally played Assassin's Creed: Broth- 
erhood —our trusted reporter had to brave the 
cold Canadian winds to bring us back our world- 
exclusive feature. But from what he told me, from 
what l've read in his riveting report, and from what 
| know after gathering my own intel while skulking 
around Ubisoft HQ, Brotherhood is on track to be 
a stunning example of a multiplayer extension, 
bringing its single-player action into a bigger arena 
in a way that respects both the game's unique 
mechanics and rich storyline. 

This is also the right way to ramp up a fran- 
chise's production schedule. Borrowing a page 
from Activision's Call of Duty model (their release 
model, not their ham-handed-choking-of-the- 
golden-goose-known-as-Infinity Ward model), 
Ubisoft is planning to always have multiple Assas- 
sin's Creeds in development, possibly releasing a 
new game every year. Sometimes that will mean a 


new assassin; other times we'll return to a former 
killer. Sometimes we'll get a full 20-plus-hour solo 
mission; other times we'll get a dozen-hour exten- 
sion (still a whole lot of solo gameplay!) with new 
multiplayer modes. I like it. 

1 also like this issue, if | do say so myself. Every 
time we put another PTOM to bed, | marvel at what 
our team has produced. From our incredible pre- 
view lineup to our diverse assortment of features 
to our hard-hitting reviews, we aim to provide you 
the best insight into everything that matters on any 
PlayStation platform. But never forget: this is your 
magazine. Keep sending us your letters telling me 
what you think— good or bad— or just follow me on 
Twitter and share your thoughts directly. Enjoy! 


wwwtwittercom/TinyManRages 





In the time it takes to read this 
biography, Editor in Chief Gary Stein- 
man will have mediated yet another 
peace settlement in the Middle East 
and saved 40 orphans from a horrible 
crushing. Dr. Phil sometimes asks him 
for advice. We're just saying, is all... 


Prince of Persia: The 
Forgotten Sands, Nier, Split/Second 





Having forgotten more in a three-day 
period than most people remember 
in a lifetime, our ardent Managing 
Editor Roger Burchill has begun his 
quest to become a yogi. Spiritual 
enlightenment is sure to follow once 
his knotted limbs are untangled. 


Backbreaker, LEGO 
Star Wars, Uncharted 2, Split/Second 
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Somewhere over the rainbow but well 
below expectations lies the enigmatic 
jug-band hero Greg Orlando. Vegas 
odds suggest he may never make 

it to the finals of the World Series of 
Sock Puppetry—if he knows what's 
good for him. 


ModNation Racers, 
Dead to Rights: Retribution 





Having accomplished his lifelong 
dream of applying cherries to the 
world's third-largest ice cream 
sundae, sweater-vest enthusiast Scott 
Butterworth is searching for a new 
purpose in life. First up? Defeat Greg 
in the World Series of Sock Puppetry. 


Skate 3, Super Street 
Fighter ІМ, Green Day: Rock Band 


Monster of artwork Ken Bousquet 
provides shade from the sun, respite 
from the wind, and safe harbor from 
mimes. His fierce and unrepentant 
Shaolin soccer style defeats your 
silly crane-fu technique again and 
again. Yes it does. 


MLB 10: The Show, 
2010 FIFA World Cup, Split/Second 





Knighted thrice for meritorious service 
by the Burger King, young intern Dan- 
iel “David” Murphy would be remem- 
bered for his many charitable acts, if 
we didn’t already fondly recall him as 
that really tall guy who loves soup. No 
man like him for eating soup. 


Iron Man 2, Final Fan- 
tasy Xill, Nier, ModNation Racers 
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It’s time for the Human Revolution 


he revolution will be televised on PlayStation 3 
when Square Enix revives the popular Deus Ex 
franchise later this year. 

“Deus Ex: Human Revolution takes place 
during a time of tremendous technological advancement 
that also brings with it some very serious concerns,” says 
Revolution’s game director Jean-Francois Dugas. “One 
of these significant breakthroughs is human augmenta- 
tion, and specifically, mechanical augmentations. For the 
first time in history, humans are able to literally merge with 
technology to increase everything from brain power and 
problem-solving ability to brute strength. Predictably, there 
are people in soci ynno are for and against these kinds of 
changes and that/undercurrent of strüggle and the fear of 
the unknown һа! dte the entire game.” 

Players won 'fneed to know. what has come before; 
Revolution serves as 'aprequel. До Бот Беи Ex (2000) and 
its 2003 sequel Deus Ех: Invisible War. 

What sets Revoliitigg apart from its more straightfor- 
ward brethren is its notion of a malleable protagonist and 
also plot elements wherein a player's choices affect the 
storyline. Security officer Adam Jensen (pictured here) can 
augment his abilities with mechanical upgrades, increasing 
his speed, strength, stealth abilities, and more. In this мау, 
it’s possible to tailor the hero їо a favored play style. Moral 
choices, in turn, allow Jensen to define his experience. 

Revolution will have a mix of straighforward and open- 
ended levels. “With the open-ended ones, non-linearity 
is key,” Dugas says. “Although you'll always know what 
your critical mission is, gamers who like to explore will be 
rewarded with-additional experience points or equipment." 
Players can also uncover missions that a gamer who only 
stayed on the critical path would miss. 

“On top of that is another layer: multi-solution gameplay," 
Dugas says. "Whether through additional exploration, utiliz- 
ing a special augmentation, talking to someone, hacking a 
computer, or going in guns blazing, you can often complete 
objectives with whatever style of gameplay you prefer." 
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While she nurtures 
her stunt woman 
dreams, Jacqui 
Ainsley continues to 
do modeling work 

as well as appearing 
in adverts—you 

can currently see 

her as one of the 
outrageously gorgeous 
air hostesses in a 
Virgin Atlantic promo 
and a sexy lady for 
Lynx men’s products. 
But more importantly 
than any of that, 

her CV includes the 
ultimate gold seal of 
attractiveness: she’s 
been a Bond girl. (You 
can spot her in the 
credits to Die Another 
Day—she’s the one 
covered in fire.) 
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Stories that everyone’s talking about 





Heavy Rain motion capture star Jacqui Ainsley 
talks stunts, bumps, and catsuits with PTOM 





































In Heavy Rain, we lived through every even naked: “[The sex scene] was funny voice of Madison (“I did a West Coast 
one of fearless photojournalist Madison because of the logistics of it. We were accent, and they really wanted East 
Paige's experiences with her—and it in these catsuits with the Velcro sen- Coast") but she says that she still feels 
was pretty grueling. So we had no sors, and there wouldn't be any friction incredibly close to the character: "Madi- 
trouble sympathizing with model or anything getting in the way. There son's young, she's career-driven, she's 
Jacqui Ainsley, the motion capture were lots of funny moments." And she very dedicated to people she loves. All 
actress who supplied the face and stresses that many of Madison's naked those things I'd like to say about myself 
body of Ms. Paige: She had to act moments are more dramatic than as well." And in the end, Ainsley enjoyed 


out everything that Madison titillating. "The striptease scene is performing the action parts of the role so 


ends up doing on screen, less sexy and more of a violent much, she's considering putting together 
and it was almost as tough scene really, because she's her own stunt portfolio. "[Heavy Rain] 
for Ainsley as it is for her being held at gunpoint." Our was above and beyond my expecta- 
character. thoughts exactly (ahem). tions,” she says. “I really did love 

“| remember [David Cage] She didn't end up being the every minute of it." 


asking, 'Are you sporty? 
Because this is going 

to be very physical,” 
explains Ainsley. “But | 
wasn’t aware of quite 
how physical that was.” 
For Madison to take a 
beating in the opening 
scene, Ainsley would 
have to as well: “The 
motion capture suit has 
the sensors in your boniest places 
because they’re what makes your 
virtual skeleton, and falling and 
fighting time after time means that 
those places are impacted over and 
over again.” It was an extreme level of 
performance like nothing she’d experi- 
enced before. “I was quite often black 
and blue. Trying to continue modeling 
alongside that was tricky sometimes!” 


“The sex scene was funny because of 
the logistics of it. We were in these 
catsuits with the Velcro sensors.” 


The sexy stuff, though, didn’t 
mirror the game's action nearly a 
closely. For a start, Ainsley wasn’t 
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Starstruck 


The Force Unleashed 2 \ 


\ 


answers the question: ^ 
Can death stop a Jedi? 


What Came Before 
Star Wars: The Force Unleashed (September 2008) 

\ \ 
It was a bad time to be a rebel or a Jedi. Mean old 
Mr. Vader took to train ing a secret apprentice, Galen 
Marek aka Starkiller, inthe ways of the Force, and 
then set him loose upon the galaxy. 

Utilizing two impressive, graphics technologies, 
Star Wars: The Force Unleashed turned the safeties 
off, allowing Starkiller to juggle a Star Destroyer, 
huck TIE fighters, and tear the hell out of slavering 
Rancor monsters. Digital molecular matter allowed 
for the destruction and manipulation of items in a 
realistic way: glass shattered, stone crumbled, steel 
bent and twisted. Its counterpart Euphoria imbued 
all the in-game enemies with a nnus central 

























nervous system that enabled them to react to exter- 

А nal stimuli, meaning they flailed realistically, grabbed 
\ at items to right themselves, and would try їо зеге 
any nearby railings to avoid being knocked into a 
void by a blast of Force energy. \ 

Starkiller, unleashed on the galaxy, sought to kill \ 
Jedi for Vader. He found a love interest in pilot Juno 
` Eclipse, and a robotic companion in Proxy. Eventu: 
ally, the Jedi repented of his evil ways and aided 
the fledgling rebel alliance. This put him into direct E \ 
conflict with Darth Vade land the evil emperor, Pal x 
patine, and,Starkiller met his demise at their hands. 
г j pé cM 


What Comes Next 
Star Wars: The Force Unleashed 2 
(Q4 2010) 


Death, where is thy sting? Starkiller, 
showing the plucky, can-do attitude 
of comic book characters and horror 
movie villains, will not let his status as 
а cadaver deter him. Нез returning 
as the protagonist in LucasArts’ Star 
Wars: The Force Unleashed 2. 

“We knew at the beginning of 
Force Unleashed 2 we wanted to 
bring back Starkiller,” says Hayden 
Blackman, the game's executive 
producer. "We kicked around some 
other ideas, but ultimately we're very 
attached to Starkiller as a character. 


We thought we could build an entire 
franchise around him, and continue to 
tell stories in this time period. So our 
first order of business was to tackle 
how we'll bring him back." 

Blackman reveals Unleashed 2 
begins with Darth Vader traveling to 
Kamino, the watery world where the 
Army of the Republic clones were 
created in the Star Wars prequel films. 
Vader lands at a secret facility where 
Starkiller—alive, but not well—is in 
chains. "Vader tells Starkiller he is a 
clone," Blackman says. "Starkiller 
is very confused. His memory is 
fractured, his emotions are raging, 
he doesn't know who he really is. 
Everything from the real Starkiller's life 


seems to be just a hazy dream, and 
Vader really preys on this." 

In rebellion, Starkiller flees, search- 
ing for his love Eclipse and stealing 
Vader's personal TIE fighter in the 
process. His journey takes him from 
Kamino to Cato Neimoidia to the cave 
of evil on Dagobah. In the cave, he'll 
be confronted by visions as Luke 
Skywalker was, and one of those 
visions will suggest he's been had: 
It's not possible to clone a Jedi. Were 
such insanity possible, the Clone 
Wars would have been fought exclu- 
sively with lightsabers. The answer 
to this conundrum, of course, will 
be resolved when the Force is again 
unleashed, later this year. 
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Young Starkiller has expanded his skills 
for The Force Unleashed 2. Where he used 
to wield one lightsaber, now he carries 
two. But that’s barely a bullet point оп а 
features list. 

“We are introducing new powers,” 
Blackman says. “We have a Jedi mind 
trick which will be re-envisioned in an 
unleashed mode; it will allow enemies to 
target other enemies with a really high rate 
of fire. They will attack relentlessly for a 
brief period of time and then they'll explode 
in a glory of Force energy.” 

“We also have Force Fury, which is an 
overpower or super-Force mode,” he says. 
“When you go into Force Fury, all your 
powers will be totally amped up. You'll have 
brand-new combos; your lightning, which 
might hit a small group, will now hit almost 
everybody on screen; your Force push, 
which hits somebody like a cannonball, will 
now send them out to orbit.” 
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The fighting game renaissance rolls оп with 
the announgement of Marvel у% Capcom 3: 


Fate of Two Worlds 


К HEROES UNMASKED 

Hulk, Wolverine, Iron Man, Ryu, 
Morrigan, and Chris Redfield have 
all been confirmed, and Capcom's 
promotional artwork hints at such 
characters as Chun: ‘rank West, 
the Super-Skrull, Dr. Doom, Dead- 
pool, and Captain America. 


apitalizing on the momentum of the suc- 

cessful Street Fighter IV and the fantastically 

popular re-release of Marvel vs. Capcom 2 on 

PSN last year, Marvel vs. Capcom 3: Fate of 
Two Worlds will once again pit Marvel's stable of iconic 
superheroes against Capcom's most beloved charac- 
ters in a wildly over-the-top fighting spectacle. 

This time around, we can expect a lot more than re- 
cycled sprites. The entire game is being built from the 
ground up on the same technology powering Resident 
Evil 5 and Lost Planet 2. It also features an all-new art 
style resembling a living comic book, complete with 
dark, dramatic shading, and contains prologues and 
epilogues for every character. 

Who will appear in the game? And what about the 
gameplay? Unfortunately, Capcom refuses to divulge 
details. However, it has revealed the current roster 
is 30 characters strong and growing —with several 
newly added characters mixed in with the more 
familiar crowd —and the gameplay will retain all of the 
"highlights" (think Hyper Combos) of MvC2's combat, 
though Capcom wouldn't confirm whether or not the 
game would still focus on three-man fighting teams. 






The combat commences in spring 2011. 
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ACE COMBAT: JOINT ASSAULT 

Possibly the most venerable flight franchise 

Bandai’s long-running Ace Combat series is g [ 

on PSP this summer. Though the straightforward arcade formula remains 
largely unchanged, it's packing a couple of “firsts” just in case. 

The entire story campaign features co-op for up to four players (via 
ad-hoc or infrastructure). Certain missions allow all four players to fly side 
by side while others will split the squad and task each player with complet- 
ing separate objectives that will affect their teammates’ games. Of course, 
for those who prefer to blow their friends out of the sky, Joint Assault also 
offers competitive multiplayer modes for up to eight players. 

Unlike previous Ace Combat games, Joint Assault features real-world loca- 
tions, including major cities like London, Tokyo, and San Francisco. Naturally, 
there'll be a hangar full of licensed real-world aircraft as well. 








TOM CLANCY’S H.A.W.X 2 
Tom Clancy’s first foray into the highflying 
world of aerial combat proved only mod- 
erately successful, but Ubisoft clearly sees 
more potential in H.A.W.X's fast-paced mix 
of realistic settings and arcadey gameplay. 
Here's what we can expect from the second 
PS3 fly-by coming this fall: 

As a member of a super elite squadron 
with expert training and access to so- 
phisticated prototype technology, we'll be 
among the most select pilots around. The 
Solid Snake of the skies, so to speak. That 
means engaging in a range of white-knuckle 
combat scenarios, including taking off while 
under fire, carrier night-landings, and intense 
dogfights in aircraft that, according to most 
governments, don't actually exist yet. This all 
takes place within a “richly detailed storyline" 
that will include real-world locations such as 
Moscow, the Arctic Circle, and the Persian 
Gulf, all painstakingly recreated using high- 
resolution satellite imagery. 

The devs also revealed that the Enhanced 
Reality System from the original — which 
provided players with various forms of flight 
assistance— will return, though specifics on 
its new capabilities remain classified. 





Stories that everyone’s talking about 


A wiry, amnesiac thief and a lumbering, dim-witted beast might seem 
like a mismatch, but their strengths play off each other in a platform/ 
puzzle/adventure reminiscent of the PS2’s /со. Their adventure begins 
in the middle of an overgrown temple that seems abandoned save 


in. for the occasional group of oily-looking demonic guardsmen. Tepeu 
W e ta k eanin d е pt h lo 0 К а! the thief has no choice but to begin exploring and, with Majin in tow, 
th eun | i kely h eroes of Majin the two set off on a quest to find out more about their murky pasts 
E and the fate that befell the kingdom that confines them. All will be 
and the Fo rsaken Kin gdom revealed when Namco Bandai releases the game this summer. 
























A TEAMWORK Environmental puzzles like destructible walls and complex locked doors 
litter their path, and the duo must cleverly use each other's strengths to solve them. Tepeu 
* can move soundlessly and squeeze into small spaces while Majin is best at brute force. 


STEALING AWAY 
Vulnerable to enemies when 
separated from Majin, the 
thief must use stealth to 
avoid detection. Tepeu can 
also set up diversions like 
small explosions to distract 
enemies. 






> TEPEU THE THIEF Tepeu 
initially finds Majin chained up in 
acell, where, separated from his 
magical powers, the poor beast 
had been waiting for a hundred 
years to be rescued. Indebted 

to Tepeu for his release, Majin 
becomes a powerful ally. 


€ 100% ORGANIC KINGDOMS 
Real kingdoms aren't divided 
into levels or chapters, and 
neither is the Forsaken one. 
Explore freely, but certain 
areas will remain impassible 
until power-ups are acquired. 














A MAJIN THE GENTLE GIANT Childlike 
Majin isn’t directly controllable, but 
obeys Tepeu without question. For 
example, Tepeu can lure enemies to a 
specific area and signal a hidden Majin 
to knock over a wall and crush them. 
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у name is Greg Orlando, and | 
endorse this message: Dying sucks. 
When I die, which should be in 

the next six minutes to avoid paying 
taxes, | would hope to go in the most non-video- 
game manner possible. Please, graven image of 
Emmanuel Lewis that | routinely bow down to, 
don’t flash the screen red with my blood as if my 
lunch consisted of two buckets of AB-negative 
that | subsequently regurgitated repeatedly and 
with gusto. Also, please don’t think it’s a good 
idea to gray the screen so it appears as if my 
final act is viewing the 1912 World's Fair through 
grandma's stereoscope. 

Videogames love death. They gleefully embrace 
dying with all it entails in the real world: restarts, 
hucked controllers, foul language to make a sailor 
blush, and also threats to burn down the ancestral 
home (Cincinnati, OH) of former U.S. President 
William Howard Taft. And, of course, to accurately 
portray the act, game companies have colluded to 
create the most awkward convention ever—and 
this embraces all definitions of “convention” to 
include gatherings of Trekkies and anime fans. 
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Seeing Red 


Editor Greg Orlando.spouts.off on 
bleeding out and breaking down 


Из easy to swallow most game conventions. 
Treasure and clues shine and blink to be found 
more easily. A ham shank will cure 37 stab 
wounds. The head is always the weak point; 
shoot it and not, say, the duodenum. 

When it comes to a'player-controlled character 
dying, all bets are off. Graying the screen or flash- 
ing it red (complete with serpentining veins) ranks. 
right up there with the cliché of the haphazardly 
placed explosive barrel. It makes no sense, and 
is just there because no one can come up with 
Something better. 

Dead to Rights: Retribution turns the gameplay 
Screen gray when cop Jack Slate's taken one too 
many bullets to the head. He's graying out! Dying! 
But the game shows Slate in the third-person 
perspective. The world isn't being viewed from 
his eyes, but rather camera-viewing Slate, what's 
in front of him, and a good portion of stuff behind 
him. Is the camera dying? The world? If so, | 
heartily advise panicking. 

In BioShock 2, the screen turns bright red when 
a player nears death. This, too, reeks of some- 
one's questionable design. It makes more sense 
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to show some effect of near-death in the first- 
person perspective, but certainly not enough. The 
player is looking through a Big Daddy’s visor that, 
one supposes, becomes caked with blood stains 
when its wearer is about'to pass on. Yet the stains 
recede when a first-aid kit is employed, prompting 
the question: Where did the blood go? And why 
do the stains extend beyond the borders of Dad’s 
helmet? Is this some kind of magic blood? 

Suspension of disbelief can address these 
technical concerns. | can swallow the convention 
in that respect, to be sure. It’s harder to choke 
down the notion that just about every game com- 
pany has chosen to embrace this screen-altering 
technique simply because it's the most intrusive 
and obnoxious way to highlight death, save for 
perhaps huge block letters on the game screen 
stating “YOU ARE CLOSE TO DEATH. EAT A HAM 
SHANK YOU MORON.” 

Go ahead and slow the game world. Make its 
edges go fuzzy. Distort the music. Tune out sound 
altogether and allow for the humming of cherubs. 
Do anything but smear the screen red, or turn the 
world a hideous gray. It’s a revolting way to go. 
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God of War gets porte 


down. Sony plans to bring the 

psychotic Kratos back for a 
whopper of an encore on PSP: God 
of War: Ghost of Sparta. 

Sparta serves as a bridge between 
God of War and its sequels. The 
story revolves around Kratos dealing 
with his newfound godhood as he 
struggles to prove his worth to his 
new supernatural associates. Sony 
promises this adventure will answer 
lingering questions about Kratos’ 
tattoo, scar, and family. 

Not much else is known about the 
game at this juncture, but developer 
Ready at Dawn Studios hints Sparta 
will dramatically improve on God of 
War: Chains of Olympus (PTOM's 
2008 PSP Game of the Year), which 
marked the series' debut on Sony's 
handheld console. Among the bigger 
and better bullet-points are 25 per- 
cent more gameplay than Olympus, 
more on-screen enemies, and mon- 
sters that are three times the size of 
their predecessors. 

The ghost will be given up later 
this year. Which is entirely not soon 
enough for God of War fans. 


I 's hard to keep a good god-killer 
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^^ Players can furnish their houses with all sorts of furniture 
and decorations. The Comfort 820 Self-Immolating couch is, 
surprisingly, a very poor seller. 


Life, 
Simulated 


Back to life, back ta 
digital reality with Sims 3 








Т. The ladies love a man with a pool, even if he's a complete 
tool like Johnny Toolbox here. 
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Sam’s pool party 
went horribly awry. 





We have a sneaking suspicion we’re in for a fight 


7 е у 
Says the е Opines the openly 
super sly act argumentative 
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Pees NICK WILLIAMS | OTX DIRECTOR, GAMING INSIGHTS 


What’s on your 
radar for 2010? 


OTX’s GamePlan weekly tracking study 
surveys 1,000 U.S. gamers and game 


È Е li 
buyers including hardcore gamers, casual 
gamers and everyone in between. The 
study tracks up to 600 game SKUs at any a: 
given time, including а! major console, 
handheld, PC, and iPhone titles. 3. 
Polyphony Digital’s Gran Turismo 5 remains at the top of the 4. 
list of most anticipated PS3 titles releasing after July 1, 2010. 
The announcement of 3D support for the highly anticipated 
racing sequel already seems to have generated a spike in 5. 
purchase intent among PS3 gamers, and we expect this to 
increase over the coming months. 6. 
No surprises at number two on the charts, with the perennial 
NFL juggernaut closing in on another successful launch. 1. 
Madden NFL 11 has been gaining a lot of momentum in the 
last few weeks, with the pre-order intent among those who 8 
plan to buy the PS3 version climbing to more than 30%. In я 
other words, nearly one out of every three sales for the PS3 
version of Madden NFL 11 will be generated by pre-orders. 9; 
Batman Arkham Asylum 2 takes the number three spot on the 10 


charts, and looks poised to improve upon the breakout success 
of the original. Thanks to the exclusive PS3 content featured 
in the original, the sequel continues the trend of strong 
purchase intent among PS3 owners. 


SOCOM 4: U.S. Navy SEALs, ranked 4th, is emerging as 
another potential hardware driver for SCEA. The latest data 
shows that 34% of those who plan to purchase SOCOM 4 do 
not yet own a PS3. In combination with the launch of Gran 
Turismo 5 and PlayStation Move, it’s shaping up to be a 
captivating holiday season for the PS3. 


For more information, visit 
www.GamePlanInsights.com 


2010 to April 2 





nple size - 4,000) 






19 study of 1,000 gamers in the US 
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ТОР 10 PS3 GAMES' 


Gran Turismo 5 
Sony Computer Entertainment 


Madden NFL 11 


Electronic Arts 


Batman: Arkham Asylum 2 


Square Enix 


SOCOM 4: 0.5. Navy Seals 


Sony Computer Entertainment 


Medal of Honor (2010) 


Electronic Arts 


Rock Band 3 
MTV Games 


Twisted Metal 
Sony Computer Entertainment 


NCAA Football 11 


Electronic Arts 


The Sims 3 


Electronic Arts 


Guitar Hero 6 
Activision 


Stuff that ever 
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PRICE: RATED: 


Dammit, Guy Ritchie is finally back. Sherlock 

Holmes 15 an incredibly fun and entertaining, almost 
comic-bookish action flick, and a shining beacon of hope 
for the director’s post-Madonna years. The movie extends 
Ritchie's range while honing his skills for deftly mixing sly 
humor and gritty violence. Robert Downey Jr. and Jude 
Law have nearly perfect bromance chemistry, and the 
whole extravagant affair looks and sounds phenomenal on 
Blu-ray. Ritchie also hosts Warner’s excellent “maximum 
movie mode” feature and guides you through the making 
of the film while watching it. 


pu 


|ЕкІл ТШИ ПТЕТІТІТЕН 


PARTI а PART IT 
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James Сатегоп!5 Avatar 
PRICE: $39.39 RATED: PB-13. 


The first release of James Cameron's 

mega-success is, if nothing else, a perfect 
opportunity to truly appreciate the dichotomy of 
his beloved sci-fi epic. On the surface, this 2D-only 
Blu-ray is truly stunning. Avataris absolutely a 
demonstration-quality disc to get your friends and 
family to lust after a proper Blu-ray setup of their 
own. The picture is amazing, with a spectacular 
level of detail. The soundtrack is pumped up and 
easily up to the task of matching the visuals. But 
while the sheer majesty of the film's colorful, 
dreamy visuals and cutting-edge technology were 
so enthralling on the big screen, the movie is shrunk 
down to its basics at home. 

Get past all the shiny effects, gorgeous CG 
characters, and intense battles and we're ultimately 
left with a hollow movie that puts technology so far 
above storytelling that we can’t help but wonder what 
happened to the James Cameron we used to love. 
Avatar s full of one-dimensional characters, black- 
and-white morality, and an ending that seems naive 
at best. The company man is a spineless narcissist, 
the gruff military guy just wants to shoot stuff, the 
clueless lead and the plot are by-the-numbers. It's 
Dances with Wolves without the substance to justify 
the slow pacing and irksome length. 

Frankly, all these flaws still wouldn't have 
diminished the movie had Fox not released such an 
insultingly sparse home version. There are no extras 
here whatsoever—nothing. What's more, there are 
at least two more versions coming by the end of the 
year. Even if you adore the movie—and there's still 
a lot to love in Avatar—we can't recommend this 
release for anything but a rental. 
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PRICE: RATED: 


John Woo's name isn't synonomous with epic war 

films, but this lush and stylish look at a historic 
Chinese battle is the work of a master. The story of 
a clandestine group of generals trying to out-fox the 
emperor's deceitful prime minister and his massive 
force is intense and beautifully shot. Fans of the Dynasty 
Warriors games will love how the nearly superhuman 
generals single-handedly decimate foes. That said, there 
are two film versions—the two-plus hour U.S. and the 
nearly five hour international release. We recommend the 
longer version over the edited U.S. release. 





Fantastic Mr. Fox 


BLU-RAY + БУП + DIGITAL С РУ. 








+ Like Spike Jonze’s Where the Wild Things Are, Fantastic 

Mr. Foxis really a movie for adults that kids can grow 
into. The only complaint with this otherwise wondrous release 
is the lack of extras. A decent making-of documentary and 
some throwaway promo videos simply don’t do justice to Wes 
Anderson's thoroughly creative take on the classic children's 
tale. The amazingly insightful layers of relationships, perfect 
dialogue, and truly quirky animation make this Fox not just 
fantastic, but one of the most original cinematic treats in 
years. Don't pass it by. 














The Men Who Stare at Go 
PRICE: 38 RATED: Н 








+ With its stellar cast of Clooney, McGregor, Bridges, 
and Spacey, a bizarre story based on actual events, 
and offbeat hilarious humor, it’s easy to assume The Men 
Who Stare at Goats is straight Coen Brothers’ madness. It's 
not, but comes damn close. Hilarious and probably hated by 
the armed forces, the movie is part political statement and 
part comedic buddy-adventure flick. It’s smart, with great 
characters and dialogue, and the inclusion of exceptionally 
interesting commentary tracks from both the director and the 
source material's journalist author make it a topnotch pick. 











NO GOATS. NO GLORY. 





The Natural 
PRICE: $24.95 RATED: PG 










e Sports movies have an incredible ability to stir an 

audience's emotions, and few have done so wistfully 
perfect a job as The Natural. With a now classic home-run vic- 
tory sequence, frame-perfect score by Randy Newman, and a 
terrific Robert Redford-led cast, the film has aged gracefully 
and the Blu-ray transfer is terrific. The movie itself is a 
magical fable that takes all the traditional characters and plot 
points of epic myths and adopts them to America's favorite 
pastime. There's an excellent documentary about the movie 
and its historical elements as well, making it a worthy addition 
to any Blu-ray collection—baseball fan ог not. 














Kiddie Time 


It's never too early to teach your kids about the importance of high-definition 





The Wizard of 0z 


Alvin and the Chipmunks: 








The Squeakquel PRICE: $20.99 RATED: NR 

PRICE: $33.38 RATED: PG Warner Bros.'s amazing Blu-ray 

If you've got a child under 10, you've conversion is finally available at 
probably already probably already been a much more reasonable price 
forced to watch this fusion of squeaking point for this standard edition. If 
rodents and high school drama. And now the $100 boxed set was too much, 
you get to watch it over and over again. this one is just right. 


Questions, comments, rants, raves about our Blu-ray reviews? Email Jason D'Aprile at PTOM_Bluray@futureus.com. 
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36 RATED: РС 





d By all rights, Armored should really suck. It's directed 
2 | by some guy we never heard of (named Nimrod of all 

things, who incidentally, is also the guy behind this month's 
Predators), with a ludicrous plot about one guy trying to stop 
his coworkers from stealing a bunch of money out of their 
own armored trucks. Instead, the movie sucked us into its 
trainwreck of a heist and made for a fun evening of mindless 
entertainment. Also, the movie keeps ubiquitous but 
underappreciated Fred Ward (Remo Williams) working, which 
is always a plus. Sadly, the commentary track is awful, and 
the rest of the extras aren't worth writing home about either. 

















You'll be forgiven if you've never heard of the 
animated Lord of the Rings. There's a reason it passed 
into obscurity hours after it came out in the late '70s. Packing 
halfthe trilogy into just over two hours hobbled the classic 
adventure into a hopeless mess—complete with an ending 
that just, well, ends, and promises a sequel that was never 
made. It's just as well as the animated "classic" is utterly 
devoid of the characterizations and tension that made the 
books and Peter Jackson's films so astounding. Consider it 

a forgettable curiosity even for diehard fans of the series. 











Wonderful World 
PRICE: $29.99 RATED: R 


+ Wonderful World в a smart and moving movie about 
(“| a painfully cynical and depressed former children's 
singer played pitch-perfect by Matthew Broderick. It’s a great 
film, but might only appeal to other painfully cynical and 
depressed guys trying to cope with the rigors of the modern 
world. Wonderful World's cast is small, the story intimate, and 
the characters are universally terrific. The movie might verge 
on the negative, but still manages to be a funny and upbeat 
tale that deserves more than minor indie-movie attention. 
Extras are light unfortunately, with just a few behind-the- 
scenes shorts. 








Е А 
СОМВО РАСК 





IMAX Under the Sea Ponyo 





PRICE: $35.99 RATED: 5 PRICE: $39.99 RATED: С 

Like having an aquarium on This enchantingly weird 

your TV, this disc sports some Japanese fairy tale is based on 
of the sharpest and most The Little Mermaid, but Studio 


realistic high-def images we’ve Ghibli's Ponyo is about as far 
ever seen. It’s educational, yet removed from Disney's version 
strangely soothing. as you could get. 
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GUITAR НЕКО Б 


A quest for the soul 
of rock-and-roll 


PS3 AVAILABLE: Fall GENRE: Music 
PUBLISHER: Activision DEVELOPER: Neversoft 


t was a battle the likes of 
which mortal men could 
never hope to comprehend, 
an epic struggle between legendary 
figures that drew upon ancient and 
mysterious powers. Though their con- 
flict spanned the ages, in the end, the 
wicked prevailed over the righteous, 
and the world was plunged into an all- 
consuming darkness, leaving the fate 
of mankind in the hands of those who 
would see reason and order restored 
once more. 
And yes, we are still talking about 
Guitar Hero. 
According to Guitar Hero 6 project 


lead Brian Bright, the development 
team at Neversoft felt that in the 
process of building a more intui- 

tive and fully featured experience in 
Guitar Hero 5 and Guitar Hero: World 
Tour, the franchise lost much of the 
“soul” that made the earlier games so 
beloved. In response, they've set out 
to recapture some of that magic by 
crafting a larger-than-life, rock-'n'- 
roll-fueled fantasy. The result? The 
game's all new quest mode. 


Guitarmy 
Quest mode is essentially a story 
driven campaign that can be tackled 


solo or by a full band—though like 
Hero 5, any arrangement of instru- 
ments will do. Following a fully 
rendered opening cinematic (which 
Bright promises will be “epic”), we 
begin our quest to liberate The Demi- 
god of Rock—who was banished to 
a granite tomb after being defeated 
by The Beast— by rocking our way 
through the hand-picked song list 
and amassing an army of warriors in 
the process. 

Each of the eight chapters focuses 
on a different iconic character from 
the Guitar Hero roster like Lars 
Umlaut or Johnny Napalm, all of 






who will eventually become the 
aforementioned warriors...once they 
prove they're worthy of freeing The 
Demigod. In addition to focusing on a 
unique genre of music, each character 
possesses a different special abil- 
ity. Lars, for example, is capable of 
achieving a 5x multiplier (as opposed 
to the usual 4x) while keeping a note 
streak alive, and Johnny can earn a 
couple extra stars by maintaining a 
4x multiplier for a suitably lengthy 
period of time. 

That's right, extra stars. Unlike 
previous Guitar Hero games— which 
granted a maximum of six stars for a 






ON 
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The development team at Neversoft have set out 4 АЯ 
ж» 






Mie. 
to recapture same of the Guitar Hero magic by crafting у 
a larger-than-life, rock-’n’-roll-fueled fantasy. 


The Track List 
thus far! 


AFI Dancing Through Sunday 
BLACK SABBATH Children of 
the Grave 
BUZZCOCKS What Do | Get? 
CHILDREN OF BODOM /f You 
Want Peace...Prepare for War 
DEF LEPPARD Pour Some 
Sugar On Me (Live) 
DETHKLOK Bloodlines 
DRAGONFORCE Fury of the 
Storm 
JANE’S ADDICTION Been 
Caught Stealing 
KISS Love Gun 
MEGADETH Sudden Death 

Ж \ — METALLICA AND 0ZZY 
е Beginner OSBOURNE Paranoid (Live) 
г Easy MUSE Uprising 
A. Medium МҮ CHEMICAL ROMANCE /'m 
A Not Okay (I Promise) 
QUEEN Bohemian Rhapsody 
RAMMSTEIN Waidmanns Heil 
SILVERSUN PICKUPS There's 
No Secrets This Year 
SLAYER Chemical Warfare 
THE CURE Fascination Street 
ZZ TOP Sharp-Dressed Man 
(Live) 








Dropout 
Мат Menu 
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A In keeping with 

the game’s fantastic 
story, the venues are 
suitably over the top. 













A A progress bar above the E 
score now indicates how much 
of the song has elapsed. \ 


note-perfect performance of a track— 
it’s actually possible to accumulate 
dozens of stars in just one song thanks 
to the characters’ powers. The more 
stars a band earns, the further it pro- 
gresses through quest mode, unlock- 
ing new items, chapters, and songs 
along the way. Eventually, those stars 
will enable each character to transform 
into a fearsome warrior with a brutal 
new appearance and even stronger 
special abilities, which can be used to 
replay old songs for even more stars. 
Once we amass a sufficient supply 
of stars, we enter into a final battle 
(presumably against The Beast) that 
features a special track written and 
preformed specifically for Hero 6 by 


A By simply playing a song and ignoring its 
challenges, we can still earn the basic five 
stars (or six for a perfect playthrough), 


Megadeth’s Dave Mustaine. Seems 
like a fitting culmination for a rock-’n’- 
roll epic, right? 


A New Challenger 

Of course, quest mode might seem 
a bit too “out there” for some, so for 
those people, Neversoft has created 
Quickplay +. This revamped version 
of the classic mode follows a more 
traditional format but offers an un- 
precedented amount of depth. Every 
song in the game—including down- 
loadable content and tracks imported 
from previous games —contains 12 
different challenges, from achieving 
note streaks of a particular length to 
nailing a certain number of chords. 





nS 


With more than 90 songs on the disc 
and hundreds more available as DLC, 
that's a /ot of challenges. 

These challenges incorporate all 
four instruments, allow for three levels 
of completion, and most impor- 
tantly, let us compete with our friends. 
Though the challenges are ambient 
(meaning we can beat any challenge 
any time we play a song), we can 
actually target specific challenges and 
share our results with the touch of a 
button. So if our buddy stands above 
us on a particular challenge leader- 
board, we can instantly notify him 
when we crush his high score. 

But that's just the beginning of 
Quickplay +5 new competitive 





' Despite all of these additions, Buitar Hero 6 
Id still feel familiar to longtime fans. The basic 
lay remains entirely unchanged. # 

ay remanent 9% 
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features. In the process of playing a 
song or beating a challenge, we earn 
stars (which, somewhat confusingly, 
are completely separate from the stars 
you collect in quest mode) that con- 
tribute to our multiplayer rank. Think 
of it like leveling up in Call of Duty: 
Modern Warfare: the more challenges 
we complete, the more stars we earn. 
The more stars we earn, the higher 
our rank. 

And then there are power challeng- 
es. In addition to the 12 regular chal- 
lenges, every song can also be played 
using combinations of any two special 
abilities from quest mode. Naturally, 
this generates an embarrassment of 
additional stars further boosting our 
multiplayer rank. Seriously, this game 
is absolutely bursting with stars. It’s 
practically it’s own galaxy at this point. 


Classic Rock 

Despite all of these additions, Hero 

6 should still feel familiar to longtime 
fans. The basic gameplay remains 
entirely unchanged: Notes scroll down 
the screen in time with a song; we 
hammer the corresponding notes on 
our plastic axes. Simple. And all of 
the party-friendly features of Hero 

5 return, including party play, which 
allows us to press a single button at 
the start screen and immediately com- 
mence rocking. 

Unfortunately, certain other aspects 
of the gameplay —like the visu- 
als—look unchanged as well, but just 
knowing that KISS’ Gene Simmons 
will narrate our journey into rock-’n’- 
roll's heart of darkness is enough to 
keep us intrigued. | Scott Butterworth 
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METAL GEAR SOLID: 


PEACE WALKER 


Peace is merely a preparation for war 


E AVAILABLE: June GENRE: Adventure PUBLISHER: Konami DEVELOPER: Kojima Productions 


ixteen hours into Metal 

Gear Solid: Peace Walker, it 

feels like we've barely 
scratched the surface. We've raised 
an army (mainly from the subdued and 
kidnapped ranks of the enemy) and 
used them to populate a growing 
network of offshore platforms that's 
come to be known as Outer Heaven. 
We've forged an alliance with 
Sandinista guerrillas, developed 
powerful new weapons in our 
research and development lab, and 
shot or fought hand-to-hand through 
more alerts than we can remember. 
And we've fought alongside other 
players through countless, lengthy 
story missions, which have thrown us 
against everything from soldiers and 
tanks to gargantuan robot death 
machines that sing in women's voices. 

But we haven't caught more 

than a few glimpses of the game's 
namesake: the massive, artificial- 
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intelligence-controlled mech known 
as Peace Walker. And to be honest, 
we're still not sure what the heck is 
going on. 


A Resumption of Hostilities 
Set in 1974, 10 years after the events 
of Metal Gear Solid 3: Snake Eater, 
and four years after Metal Gear Solid: 
Portable Ops, Walker opens with 
Naked Snake/Big Boss at the head of 
his own fledgling mercenary group, 
Militaires Sans Frontiers (soldiers with- 
out borders). Before long, he's visited 
by a mysterious man and a teenage 
refugee who want his help in stopping 
the CIA from smuggling nukes into 
Costa Rica. They also bring some- 
thing more: evidence his old mentor/ 
enemy, The Boss, may still be alive. 
From there, it's a whole lot of the 
sneaking, tranquilizing, choking, and 
shooting through hostile jungles, 
towns, and military bases—the stuff 


that's defined the series. The sound 
radar from Ops is back, as is Eater's 
camouflage system, which—as we 
unlock more and better camo pat- 
terns—enables us to hide in plain 
sight. But while there's a lot that'll be 
familiar to Metal Gear fans, there's 
even more that's new, starting with 
this doozy: Peace Walker, from 

a raw gameplay perspective, is 
essentially Monster Hunter. 

As with Capcom's Monster 
Hunter, Peace Walker is divided into 
straightforward missions spread 
across an interconnected series of 
small, enemy-filled environments 
that should be explored with at least 
one other player. It's also defined by 
boss battles against huge, seemingly 
unfair foes (i.e. tanks and giant robot 
gunships). These aren't impossible 
to beat alone, but are much easier to 
take down when we have someone 
along to revive fallen characters or 
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^^ Unfriendly Ops 
While Metal Gear Solid: Peace Walker 
puts an emphasis on cooperative play, 
making nicey-nice with other players isn't 
a requirement. Versus ops is perfect for 
anti-social competitive types, enabling 
them to test their best gadgets, weapons, 
and troops against up to five other 
players in deathmatches, team 
deathmatches, capture-the-flag, and 
base-control matches. 





з CQC can now 
mies at once. 


call in airstrikes on the beasts. The cardboard boxes (now built for two). of them are actually interactive this 
good news is that if the vehicles are More importantly, Peace Walker puts time around, enabling us to aim 
disabled rather than destroyed, we an emphasis on story and character weapons, uncover secrets, or blast 
get to keep them. development, once again treat- through quick-time events. 

ing us to fascinating-but-overlong Even though it’s on PSP, Peace 
Playing Politics cutscenes that frequently dip into Walker is going to be huge. And if 
At the same time, this is still very treatises on nuclear deterrence and the rest of the game is as involving 
much Metal Gear. The traditional Cold War politics. As in Ops, these as what we played, Metal Gear fans 
action and goofiness are present, sequences are animated in the style might want to clear their calendars for 
as is the hero’s ability to hide in of a graphic novel, although a lot its June 8 release. | Mikel Reparaz 
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Т Home to Mother 


One of the central features of Metal Gear 
Solid: Peace Walker is the Mother Base 
(aka Outer Heaven), which the protagonist 
returns to between missions, It's here 
captured soldiers can be assigned jobs. 
‘based on their skills. Meatheads belong 
in a combat unit, where they. boost GMP 
(available cash) and become available for 
jon-story extra ops and non-ínter- 
active, turn-based outer ops missions. 
Meanwhile, adding techs to the research 
division helps develop and upgrade new 
weapons and technologies more quickly. 
Keeping the mess hall well-staffed raises. - 
morale, medics will help heal injured 
_ soldiers faster, and good intel officers can 
locate new items and mission opportuni- 
5. Best of all, players can eventually 
|. build a Metal Gear of their very own. 
R Two-man b > Г ri Tm 
as the ones shaped like tanks. в я — 
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ay hello to mom. She’s 

pregnant and her contrac- 

tions open demonic rifts. 

Join the fight against her 
as a super-soldier who's killed his 
psychic brother, but teams up with 
him anyway. 

Welcome to the messed-up world 
of E3.A.R. 

Think of ЕЕ.А.А. as an ultraviolent 
ode of The X-Files with a lot more 
v-motion bullet time. FE.A.R.’s 
protagonist was Pointman, a member 
of the First Encounter Assault Recon 
ernment team tasked with para- 
а! activity investigations. Point- 
man had a few things on his agenda: 
trying to make sense of Alma, a little 
girl who kept appearing to him in 
creepy visions; murdering his brother, 
Fettel, which turned out to be a roar- 
ing success; and killing his mother, 
Alma. Sadly, he failed to take out. 
the old lady. resulting in a blast 
that wiped out the city. 

F.E.A.R. 2: Project Origin, 
starred Beckett, a soldier 
called in to clean up the 
mess. Things didn’t go 
smoothly: Alma returned, 
generated a psychic link, 
and used him to impreg- 
nate herself during the 
end game. 

So where can developer 
Day 1 Studios take us next? 
It's placing players back in the 
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ЕЗ Арам 


We have nothing to fear but ga 


it. DEVELOPER: Пау 1 St 





ч 





shoes of Pointman and his dead 


brother, Fettel. E3.A.R. offers а cam- 
paign playable in cooperative mode, 


oras а more traditional single-player „1 


shooter. Of course, Alma's back too, 
only this time she's pregnant with 
Something horrible, the thing Beckett 
"helped" create at the end of the 
second game. 


Fear with a Friend 

The details aren't clear, but we're told 
Pointman has chosen to return to 
the blast zone he created in EE. A.P. 
Fettel's agenda is also unclear, but 
he's rejoined Pointman in ghost form 
and acquired a physical body thanks 
to Ше psychic link betw 

“We wanted to create A 


резене 











PlayStation. 


really complemented the cooperative 
aspect,” the game's creative director 
Frank Rooke says. "This ismjust 
run of the mil. ce-op-We're calling it. 
divergent co-op." Е 
Considering fans of the series are 
more used to single-player experienc- 
es hinged on paranormal horror and 
close-quarter gunplay, a two-player 
adventure might seem an odd choice. 
After all, it's a lot harder to generate 
scares when players are chatting over 
PSN, or sitting next to each other 
(ЕЗ.А.В. will support splitscreen play 
too). Dan Hay, the game’s executive 
producer, says steps are being taken 
to keep things tense: “Both players 
have their own experience of what's 
going оп--ош generative scare sys- 
tem is a part of that. It offers up differ- 






ent kinds of events їп ага way. 

so you'll get a di хеп е of horror 

experience when You play different 
parts. ! low many, and 


"where enemies enter a space." 
The sibling rivalry is obvious 
from the start—the bullet 
hole in Fettel's head is a 
powerful reminder of hist: 
brother's love. It's a ду 
altering the gameplay itsel 
are more than a pair 
placed 
Ough the 












"hat the other player 
е can uncover places, 


сап т. 
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stashes, and alternate routes, but 
hasn't got to share the information. 
It's competitive and co-operative.” 


__We.see.a section. where Fettel Uincov- - 


ers a train carriage holding a shotgun. re, 
Though the weapon’s only wieldable 
by Pointman, Fettel can choose 
not to share the information. Why a 
player would choose to lie to their 
co-op partner is not completely clear. 
It's not just about level design. The 
characters' personalities affect the 
gunplay, too. Pointman's interface 
and abilities will be obvious to anyone 
who's played the first ЕЕ.А.Н.; his 
meaty weaponry and slow-motion ae 
reflex time can be used to devastate 
enemies with a wash of satisfying par- 
ticle effects. Fettel uses supernatural 
powers to complement his brother's 
brute force, stunning and suspending 
enemies as Pointman empties clips 
into their defenseless bodies. 
Toward the end'of our demo both, _ 


pc 






















brothers enter. wer armors оо 
{huge mechs) се 





indscape бе 
head with rival 


overwhelm 

from the brid 

It's a frightful 
demonstration 4b 































€ Pointman and shgot? 


A former U.S. Special Forces soldier, Роіп ап is с 
blessed with superhuman reflexes. He's been müte 

in the first two F.E.A.F. games, but is hadnted by 

visions of his now-pregnant freak-shgw тот апа 

his deceased brother. / 
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Э Fine Fettel? 


Fettel absorbs victinis’ 

memories by consuming their 

bodies. He led an army of replica 

soldiers (cloned superwarriors) 1 

to rescue mom in £ E.A.P., but is b- 
thwarted by a bulletin his head, 

put there by his beloved brother. 
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CRYSIS с 


So pretty it'll make you cry 


AVAILABLE: Hol 


GENRE: 


an it run Crysis? That single 

question became an 

Internet meme in 2008 
when Crytek took the PC gaming 
world by storm with the original 
Crysis, a first-person shooter with 
eye-popping visuals so groundbreak- 
ing that it became a standard by 
which all PC rigs were judged. 

Now the Frankfurt, Germany- 
based developer is firing a direct 
salvo at the console market with 
Crysis 2, a serious contender for the 
best-looking PS3 game of 2010. 


Set in the year 2020, the action of 
Crysis followed U.S. Delta Forces 
operative Jake Dunn—codenamed 
Nomad —as he donned the super- 
powered Nanosuit to battle aliens 
and North Koreans on a Philippine 
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PUBLISHER: 





depth. One of the key factors of 
this greater connective investment: 
changing the game’s locale from a 
tropical island to an urban jungle— 
Manhattan. 


Three years after the events of Crysis, 
Manhattan is a shattered remnant of 
its former glory, populated with the 
burnt out husks of once-gleaming 
skyscrapers. A trailer for Crysis 2 
flashes with imagery reminiscent 


DEVELOPER: 


island. Crysis adopted an interest- 
ing approach, mixing first-person 
shooting with elements of sandbox 
gaming, which allowed players to 
work their way through pockets of 
enemies in varied sequences for an 
open-ended experience. 

Crysis 2 takes place three years 
later with some notable differences. 
Crytek CEO and co-founder Cevat 
Yerli says feedback from gamers and 
peers was overwhelmingly positive 
regarding Crysis’ visuals and game- 
play, but the game lost marks for its 
predictable story. So acclaimed sci-fi 
author Richard Morgan was called in. 

The Arthur C. Clarke Award-winner 
was hired to flesh out the Crysis uni- 
verse and its mythology, providing the 
sequel with narrative twists and turns 
to keep gamers intrigued while intro- 
ducing a greater level of emotional 
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of 9/11—a sky littered with flutter- 
ing debris and photos of missing 
persons posted on a wall. Only in this 
game-world, the devastation has been 
caused by alien invaders hell-bent on 
the extermination of mankind. 
According to producer Nathan 
Camarillo, Crysis 2’s action will take 
gamers across Manhattan and its 
many famous landmarks, and while 
he stopped short of confirming any, 
the game’s concept art included 
post-apocalyptic visions of Madison 


Square Garden, the Statue of Liberty, 
Grand Central Terminal, and Roos- 
evelt Island. 

The trailer offered a glimpse of the 
Flatiron Building, but the two sce- 
narios Crytek revealed to us were set 


The storyline revolves around the Nanosuit 2.0— 
it becomes a character in its own right, with its own 


mystery, destiny, and endpoint. 


in the Wall Street area, with the player 
battling tentacled aliens and human 
mercenaries alike using weapons that 
included heavy machine gun, shotgun, 
sniper rifle, grenade launcher, and 
pistol. But the most impressive piece 
of equipment is the Nanosuit 2.0, a 
next-gen warsuit covered in muscle- 
like striations designed to allow its 
wearer to "Adapt, Engage, Survive," 
according to its manufacturer. 


Morgan pointed out that a large part 
of the storytelling revolves around 
the Nanosuit 2.0—so much so that 
"it becomes a character in its own 


right," he says, "with its own mys- 
tery, destiny, and an endpoint that 
becomes intertwined with the city's 
and the player's." 

Yerli explained Crysis 2 was built 
on three fundamental elements: 
destructibility of the environments, 
the catastrophic beauty of its New 
York City, and the Nanosuit 2.0, 
which allows the gamer to play in 
two ways: either hunting or destroy- 
ing—or, as Yerli says, becoming “a 
predator, or a tank." 

To that end, players will be given 
the option to improve the Nanosuit in 
four areas as the game unfolds. The 
two primary characteristics are armor 


and stealth —these allow the player to 
withstand more damage or become 
cloaked to enemies. These qualities 
are easily switchable, so that the 
player can flip from heavily armored to 
invisible in a single jump. The Nano- 
suit also features a tactical layer, with 
binoculars and data scanner, as well 
as a power layer improving the suit's 
mobility and speed. 

While we've yet to learn about spe- 
cific story details or even multiplayer 
modes, Camarillo promises that 
Crysis 2 will deliver "the best-looking, 
best-playing, most compelling, 
greatest experience you can have on 
PlayStation 3." | Dan DiGiacomo 
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ur first hands-on visit with 
| Kane & Lynch 2: Dog Days 
FEl took place as they chowed 
down on Chinese food in a Shanghai 
restaurant (apparently, it's simply called 
"food" there). The calming culinary 
respite lasted all of five seconds before 
being rudely interrupted by Chinese 
police authorities heavily armed with 
special weapons and tactics. We had 
our would-be criminal heroes respond 
in kind —albeit with more of an 
emphasis on weapons than tactics — 
and any hopes of a peaceful resolution 
to the unfortunate misunderstanding 
were lost. 

After duly riddling the dining estab- 
lishment—and the law enforcement 
officials foolish enough to take cover 
behind its destructible wooden furnish- 
ings— with bullets, Kane and Lynch ex- 
ited without settling the tab or leaving a 
gratuity that might cover the damages 
incurred. It's out on the narrow streets 
of Shanghai the game's unique video- 
cam visual style becomes apparent. 
The unsteady handheld view, the 
flat under-saturated look inherent to 
video, and pixel artifacts that appear 
in conjunction with nearby blasts 
(and conveniently, during particularly 
graphic displays of violence or nudity) 
all combine to lend a sense of realism 
and immediacy to the intense action. 
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x DEVELOPER: ID In 


Progression through the restau- 
rant's surrounding neighborhood 
recalled the classic shootout 
sequence from the film Heat as 
property, vehicles, responding police 
units, and innocent bystanders were 
dispatched with lethal efficiency. 

The haze of battle prevented us 

from noting any consequence for 
dispatching civilians, but it's doubtful 
this duo would be affected with guilty 
consciences. Judicious use of cover 
is far more important, as running and 
gunning will never lead to success or 
survival in this shooter. When enemy 
fire took down one of our criminal 
blasterminds, death was momentarily 
stayed as we were afforded the 
opportunity to continue firing from 
the ground or crawl to safety. 

Despite the auspices of a starting- 
over-in-Shanghai storyline, it's clear 
that action is the emphasis in Days. 
There's really no way of warming up 
to a psychopath whose "redemption" 
lies in settling down with a girlfriend 
and starting his own criminal enter- 
prise, or an ex-mercenary running 
away from family problems— but we 
can admire their teamwork and the 
ruthless way they dispatch any and all 
targets that happen across their gun 
sights. Yep, it makes us all tingly just 
thinking about it. | Roger Burchill 
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: LORDS OF 


БӨЗ лули дві: тар 200 
GENRE: Action Adventure ^x 
PUBLISHER: Konami ` 
DEVELOPER: MercurySteam/Kajima Productions 


оп! call it a comeback. 
Okay, call it a comeback. 
Or call it a reboot; David 
Cox, producer for Castlevania: Lords: 
of Shadow seems more than comfort- 
able with either term. "Castlevania 
hasn't been enjoying the popularity: 
it did back іп the '80s and 905,” he 
says. "It's kind of been a series on the. E 
мапе--а series that hasn't been rel- 
evant. What we're trying to do is make 
it relevant again. The only way, really, 
to do that was reboot the series." 3 

With Shadow, Konami and Cox are 
forging into new territory. Castlevania 
has been around for more than two 
decades, and this is the first time: 
the series has been entrusted to a 
Western developer. Further, the game 
is not connected to any of the other 
Castlevania titles save for its nods, 
winks, and homages. 

"When you've got 25 years of 
storyline, of characters, of history, 
trying to get someone new into that 
is very, very difficult," Cox says. "We 
couldn't keep doing what we were 
doing before because it just wasn't 
commercially viable. We had to do 
something different with it. We had to 
do something new." 
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Casting Shadows 
Shadow introduces Gabriel Belmont, 
wielder of the combat cross, and 
member of the Brotherhood of Light, 
an organization dedicated to smiting 
evil. As it often happens with game 
heroes, Belmont will be tasked 
with collecting:artifact pieces, each 
of which is being held-by an evil 
figüre—in this case the titular Lords 
of Shadow. 

Classic Castlevania elements are 
immediately evident: enormously 
coiffed vampires, fearsome were- 
wolves, a Belmont tearing through 
evil with a whip-like weapon and, о? 
course, the huge Gothic-style castles. 
Players should also feel comfortable 

With the game's division of labor: Cox 
Suggests it’s all split roughly into thirds 
among platforming, Combat, and 
puzzle solving. “What we tried to do is 
to have the player.do five minutes of 
combat, five minutes of platforming, 
five minutes of puzzles, five minutes. 
of story/exposition so there's always 
something different for the player to 
do all the time.” 

The new elements could trample 
Madison Square Garden, it seems. 
Belmont will be pitted against huge 
titans, fearsome behemoths resem- 
bling the golems from Jewish mythol- 


ogy. Here; Castlevania eschews the 





66 Belmont can access light or dark magic, 
and fuel these supernatural powers by crushing 
enemies and collecting orbs. 99 


Lords of Shadow for the Lords of 
Creative Borrowing, as these titans 
are more than suggestive of the over- 
sized foes in Shadow of the Colossus 
and the God of War series. “Players 
have to physically climb onto and 
navigate these monstrosities, using 
all of their platforming skills,” Cox 
says. “Using only your combat cross 
and your wits, you'll need to hold on 
for dear.life, or swing to a safer place. 
Each titan has magical runes that 
animate them and it’s these that you 
need to find and destroy—but these 
massive enemies aren't going to 
make it easy." 


Іп the Crosshairs 

It’s feeding time in the castle. Cox, 
playing an early build of the game, 
takes Belmont up against an evil 
butcher and his ghoul minions. 

The section highlights a bit of the 
game's puzzle elements — after 
whipping and impaling a small horde 
of ghouls, Belmont must summon 
the butcher in order to kill him and 
retrieve a key. It's necessary to 
collect a huge hunk of meat, place 

it optimally, and ring the dinner bell. 
It’s a bit like the experiments Ivan 
Pavlov conducted with his drooling 
dogs, but with far, far more sprays of 
blood and viscera. 
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This is all made possible by the 
combat cross, a handy tool that slices, 
dices, and can be used for platform- 
ing and puzzle manipulation as well. 
At times, Belmont can use the cross 
as a whip, swinging across chasms 
like Indiana Jones. It can also be em- 
ployed as a rappelling line and a lever 
to manipulate a crank. 

Belmont can access light or dark 
magic, and fuel these supernatural 
powers by crushing enemies and 
collecting orbs. These orbs, then, 
can be assigned by the player to 
either the restorative or destruc- 
tive magics. Successfully destroy- 
ing foes while avoiding being hit 
fuels a focus bar that ramps up the 
production of orbs; in this way, it’s 
possible to keep Belmont's magic 
fully powered through fights. Our 
hero can also utilize upgradeable 
subweapons such as daggers and 
holy water, and these are activated 
via the controller's D-pad. 

Everything old may well be new 
again with Shadow. It remains to 
be seen if Konami and Cox can pull 
off their stated goals of restoring 
relevance to the franchise and bring- 
ing new fans into the fold. One thing, 
however, is certain: If neither of these 
is accomplished, it won't be for lack 
of trying. | Greg Orlando 
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e all know the basics of 

Dead Rising 2, right? Scour 

large, open environments 
for sharp, heavy, or hilarious objects 
with which to eviscerate the endless 
zombie horde that's perpetually 
bearing down on unfortunate 
motocross racer Chuck Greene, and, 
if we're feeling a little creative, drag 
some of those items back to a 
workbench to maybe duct tape some 
machetes to a toy helicopter or rig up 
a flamethrower using a squirt gun and 
some gasoline. Whatever works. 

Now Capcom's revealed that in 

addition to this assortment of make- 
shift weaponry, we'll also be able to 
bring along a buddy in Dead Rising 2. 
That's right, the campaign features 
full drop-in, drop-out co-op. While 
massacring the undead together, 
partners will share earned experi- 
ence—increasing each player's 
health, inventory capacity, special 
abilities, and cash—which can be 
used to purchase items from looters’ 
pawnshops. Naturally, anything we 
earn in a friend’s game will transfer 
back to our own campaign. 
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Ll cL 1 
the Chuck! will be able to save more survivors 


and battle more psychos than a player 
could single-handedly. 
Our hands-on time with Rising 25 
Players are also free to divide and co-op confirmed the advantages of 
conquer completely separate portions teamwork: We helped each other 
of the map, so long as they don’t head locate valuable items, revived our 
somewhere that would trigger a load teammate after zombie attacks, and 


screen. This will come in especially discussed arming a shared militia of 
handy considering the campaign's survivors but, sadly, couldn’t locate 
structure. As in the first Dead Rising, any. Still, simply sharing the brilliantly 
players will have just 72 accelerated brutal and hilarious experience with 
game hours to escape their fate, another person made everything feel 
during which they can choose to more fun. After all, what’s the point 
complete a number of optional timed, of mulching a zombie with a vacuum 
sometimes-overlapping objectives. cleaner if no one’s there to laugh at 


Splitting up obviously means the team the spectacle? | Scott Butterworth 
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% Special goo can be used 
to shrink in-game items. 


TOY STORY 3 


The play's the thing 


ЕН AVAILABLE: June GENRE: Adventure PUBLISHER: Disney Int. Studios DEVELOPER: Avalanche 


he developers at 

Avalanche pitched two 

ideas for the videogame 
adaptation of the animated film Toy 
Story 3. Disney Interactive loved 
both and, to senior producer 
Jonathan Warner’s chagrin, told 
Avalanche to put them in the game. 

“Why did we pitch two ideas?” 
Warner jokingly laments. 

This means Story 3 will be of two 
minds on the singular subject of its 
play. The game offers a traditional 
adventure loosely following the plot 
of the Toy Story 3 animated movie, 
with eight levels, a board game navi- 
gation system, and play centering 


7 Even the stalwart Buzz can be 
intimidated by a hulking, pink bear. 


around cowboy Woody, the clueless 
spaceman Buzz Lightyear, and the 
perky cowgirl Jesse as they perform 
such missions as a train-based 
rescue and assault on the villainous 
conqueror Zurg’s fortress. Warner 
calls this a cool companion to what's 
clearly the main event. 

"Movie license games have a 
certain stigma to them. We want to 
change that," Warner says. 

Avalanche's second idea was for 
toy box mode, a free-form mode 
wherein players are dropped into 
a Western-themed world right out 
of the fictional TV show Woody's 
Roundup. Players can opt to assume 





the role of Woody, Buzz, Jesse, or 
the PlayStation-exclusive Zurg, and 
run amok in an orgy of delightfully 
unfettered play. 

Game companies throw around 
“sandbox” far too freely. Here, it fits. 
Players can do as they will, explor- 
ing, building, wrecking, collecting, 
customizing, racing, and having a 
right goofy time. There's no structure 


to follow, and players can build 78 22” 


their world in any way they see fit. 
Exploration, mission completion, 
and creative play earns coins that 
can then be used to buy everything 
from Bullseye the horse to world- 
expanding playsets such as Zurg's 
Spaceport and Sid's Haunted House. 
A brief playtest hinted at won- 
drous, goofy fun complete with 
ghosts and banditos, goo that can 
alter the size of in-game objects, 
сом tossing, dragon races, and end- 
less fun with TNT. This is one story 
that demands telling. | Greg Orlando 


Talk 


A When you're away, your toys 
like to plot your grisly demise. 
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You=Awesome! 


“You're never more than 30-45 seconds 
away froma reward,” Toy Story 3's 
producer Jonathan Warner says about the 
game’s toy box mode. Warner says the 
developers wanted to make everything an 
event: new toys are delivered to players by 
stagecoach, and buildings are erected from 
the ground-up by an in-game construction 
team. In short, everything in the toy box is 
delivered with fanfare or, as Warner says, 
“Every day is your birthday!” 









Л Spaceman 
and cowboy 
leap into 
adventure. 
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Fight the Authority 


AVAILABLE: 
GENRE: PUBLISHER: 


DEVELOPER: 


or a company known for its 


technical prowess, id 

Software seems reluctant 
to talk too much about its latest 
engine, id Tech 5. Instead, with Rage, 
it’s all about the gameplay. 

This is the company that brought 
to us Wolfenstein 3D, Doom, and 
Quake, after all. When it comes to 
first-person shooters, “we invented 
the genre,” creative director Tim Wil- 
lits says. He’s not kidding. 

That’s why the id team wants 
to stress that despite this being a 
new engine, it’s not about pixels 
and megatextures. Instead, Rage is 
about diversity. “id Tech 5 allows us 
to build a hand-crafted, truly unique 
environment,” Willits promises. 
“Gone are the days of space corri- 
dors that look like every other space 
corridor you’ve been in.” 

From what we saw in our recent 
demo, he’s right. Rage is gorgeous— 
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sort of like that achingly beautiful child 
spawned from two perfect parents. 

In this case, daddy is the post-apoc- 
alyptic Fallout 3, and mommy is the 
illustrative, stylistic Borderlands. 


The apocalypse comes from the skies, 
as an asteroid hits Earth, destroying 
civilization. Emerging into the new 
world, we learn that more people 
survived than expected, and they’re 
trying to rebuild society. But it’s not all 
kumbaya; mutants and bandits roam 
the wasteland, and an omnipresent 
force called The Authority also looms 


large in every corner of the world. 
Despite the danger lurking 
everywhere, Willits wants to make 
sure we take our time to explore 
the world. "We've really tried to put 
something interesting under almost 
every rock.” We could, if we like, 
spend as much time simply roam- 
ing the wastelands, earning cash 
for hunting bandits and stumbling 
across assorted side-missions. 
“We are an action shooter,” creative 
director Matt Hooper says. “But at the 
same time we put these little nooks 
and crannies and all these little 
opportunities for the player.” 
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That said, if we want to simply fol- 
low the storyline, it’s easily done, with- 
out having to suffer through endless 
reams of dialogue or clicking on every 
non-playable-character out there. 
“Move around the world and the story 
takes care of itself,” Hooper says. 


Choice is nice, but right now we 
need to head to Wellspring, the first 
major town in the game. A hub of 
trade, the town was built around a 
well that has become an essential 
source for clean water. Which is why 
bandits seem intent on poisoning 











We've yet to play it, but Rage 
is already showing an astound- 
ing amount of personality. We 
know that the shooter aspects will 
be there—this is id, after all—but 
we're impressed by the color in the 
characters we've encountered, like 
Crazy Joe and Sally the Bartender. 
"When you're talking to your friends 
about these characters, we want you 
to remember what he looks like, what 
his personality is, the way he talks, 
everything about him," Hooper says. 


the well — because that's what 
bandits do. 

Our task: to stop the bandits. 
Before we head underground into 
the water purification system, we're 
handed electro bolts. That brings 
us to another goal in Rage: to give 
players a constantly growing toy box, 
with a new addition for almost every 
mission that's directly connected to 
the task at hand. In this case, we have 
bad guys who are standing in sewers. 
"Electricity, water— we think the player 
is going to get it,” Hooper smiles. 

And get it, we do. Our hero shoots 
a bolt into a puddle, zapping three 
bandits at once. Others are alerted, 
and they clamber around the scaf- 
folding with an acrobatic grace that's 
stopped with a carefully placed shot 
to the head. (Or, at one point, with a 
nifty remote-controlled car bomb built 
based on plans and parts acquired 
throughout the game.) Their traversals 
are all dynamic, Hooper tells us. Noth- 
ing is scripted here, so every time we 
enter this area, it'll play out differently. 
Better yet, no other group of bandits 
will act the same as this one. 


We're even looking forward to the 
vehicular aspects— oftentimes the 
weakest part of a shooter. Here, though, 
we're told the buggies will control just 
like the on-foot action, only faster. 

It's this kind of focus on playability 
that has us most excited about Rage. 
Watching it being played in front of 
us, we had a tough time resisting the 
urge to grab the controller from our 
hosts. Because they're right: This 
isn't about the latest bit of tech— 
it's about how it feels. We can't wait 
to find out. | Bary Steinman 
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66 It's not all kumbaya; 
mutants apd bandits 
roam the wasteland, and 
an omnipresent force 
called The Authority 
looms large. 99 
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Shank 


, works-in-pra 





PSN AVAILABLE: Summer GENRE: Brawler PUBLISHER: Electronic Arts DEVELOPER: Clay Entertainment 


t looks like an Adult Swim cartoon,” 
Electronic Arts’ product manager Alex 


Charlow says about the PSN game Shank. 


The game, which certainly does not skimp on either 
the blood or cel-shading, is being heralded by 
Charlow as a “cinematic brawler,” the kind of game 
Double Dragon would have eventually evolved into. 
The protagonist Shank stuffs grenades in his 
enemies’ mouths. He’ll use a giant chain to strangle 
an oversized butcher to death. He can use his shank 
to pin a foe to the ground while gunning down 
another sap. His chainsaw, rest assured, will not 





be applied in a manner consistent with any safety 
regulator's guidelines. Each of Shank's weapons, 
Charlow says, is mapped to a gameplay button on 
the DualShock controller, and all have individual 
move sets. 

Platforming elements see the bandanna-wearing 
Shank leaping and climbing across a meat market, 
avoiding killer dogs and environmental perils. In 
perhaps one of the most creative scenes ever, 
he’ll have to battle bathed entirely in silhouette, 
and this Shank seems sharp enough to warrant 
closer scrutiny. | Greg Orlando 





Despicable Me 


AVAILABLE: July GENRE: PUBLISHER: 


DEVELOPER: 


he goofy supervillain Gru is unleashing his goggled minions 

on the PlayStation 2 and PSP. Gru (voiced by actor Steve 

Carell) serves as the protagonist of sorts in both the 
Despicable Me animated film and its videogame translations; 
Despicable Me the game blends elements of puzzle-solving, combat, 
and platforming for one silly adventure. Players as Gru can use their 
freeze ray (every good world-beater has one) to ice over platforms or 
switch over to an air gun to propel himself to great heights. As he 
quests to retrieve rocket pieces in a cockamamie plot to steal the 
moon, Gru will abuse his tiny minions, shooting them out of a gun and 
generally mistreating them to solve puzzles. D3 Publisher also 
promises flying stages and, for the PS2 iteration, two-player action. 


Despicable? Maybe. Delightful? Indeed. | Greg ürlando 
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nic Arts DEVELOPER: Hothead Games 


1 he introductory text for the action role-playing game DeathSpank states this is a true story, 
by which it is meant that noted game designer Ron Gilbert made it up. Gilbert, for the un- 

= initiated, was known for his work on such classic and very funny LucasArts adventures as 
The Secret of Monkey Island and Monkey Island 2: LeChuck’s Revenge. 

Electronic Arts’ Alex Charlow throws out “Monkey Island meets Diablo” as the game’s high con- 
cept, and it works. The titular DeathSpank is tasked with retrieving a mystical artifact, which is an 
absolutely fine excuse for him to run around and massacre everything in sight. On his journey, he'll 
get to talk to such interesting characters as a cow and “guy missing his wallet” and do plenty of smit- 
ing and puzzle-solving. A brief playtest reveals the game is full of whimsical slaughter and banter that 
shows off exactly how stupid a hero who interrogates a cow can be. | Greg Orlando 











Test Drive Unlimited 2 


[Ps3] AVAILABLE: 04 GENRE: Oriving PUBLISHER: Atari 
DEVELOPER: Edi 





he first Test Drive Unlimited on PS2 was a 
flawed but ambitious open-world racer, 
but the sequel looks back on track. The 
original Hawaiian island setting makes way for Ibiza, 
the Mediterranean uber-club-packed heaven. Calling 
it a "Massively Open Online Racing" game, develop- 
er Eden Studios is attempting to seamlessly blend 
the online and offline worlds, Burnout-style. New fea- 
tures include changing weather, day-to-night cycles, 
new race types, new vehicle classes, and “environ- 
mental challenges." | James Coates 








Might & Magic:-Glash of Heroes... 


ISN) AVAILABLE: Summer GENRE: Puzzle RPG PUBLISHER: Ubisoft DEVELOPER: Capybara 
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2 here was an age when the Might & 
Magic series was a shining force in com- 
puter role-playing games. That was 
трети the dark times... And yet, the franchise lives 
on in this high-definition PlayStation Network 
version of a Nintendo DS game that’s a prequel to 
Ubisoft’s PC series reboot, Heroes of Might and 
Magic V. Got that? No? Suffice it to say with Clash 
of Heroes’ distinctive manga-style visuals and its 
strategy-meets-puzzle-meets-role-playing 
gameplay, we’re looking forward to exploring the 
world of Ashan and what could potentially be one 
of PSN's most involving offerings. | Roger Burchill 
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Опе-тап army. It’s а romantic notion, isn’t it? 
The solitary soldier facing innumerable foes 
and impossible odds. But wars aren’t won on 
the shoulders of an individual. Not when his 
enemies are powerful, entrenched, and insidi- 
ous. And not when they’re led by an adversary 
who is his equal in every way. By Steve Tilley 





ttakes more than one man to win 
a war. Just ask Ezio Auditore. The 
master assassin who bloodied 
И his blades and blew our minds 
В in Ubisoft's Assassin's Creed II 
will return later this year in Assassin's 
Creed: Brotherhood, a sequel aiming 
to immerse us in the sprawling, fasci- 
nating, and deadly Renaissance-era 
Rome that was only briefly glimpsed at 
the end of the last game. 


Don’t dare call this Assassin’s 
Creed 2.5, though. As Grand Theft 
Auto: Vice City was to GTA Ill, 
Brotherhood is to Creed Il. It's not 
an add-one-to-the-number sequel, 
but as our world-exclusive first look 
reveals, Brotherhood is shaping up to 
be a deep, meaty experience that will 
introduce a new location (Rome, four 
times larger than Creed /!5 Venice), 

a host of new gameplay mechanics 


(recruit and train a guild of assas- 
sins), a new villain (younger, stronger, 
and every bit as skilled as Ezio), and 
a storyline that refocuses on the 
millennia-spanning conflict between 
assassins and templars. 

And did we mention it's got mul- 
tiplayer? Not some kind of brutish, 
sword-swinging deathmatch, either, 
but a breathtakingly clever translation 
of the game's core values into mano- 





a-mano action. Turns out stealth, sub- 
terfuge, and stabbing are even more 
fun with friends. Oh, Brotherhood! 





Remember the young Ezio who snuck 
out his paramour's bedroom window 
early on in Creed I/? We have to won- 
der if the older, wiser, and sadder Ezio 
who spared the murderous Rodrigo 
Borgia's life in the game's climax 





48 | July 2010 





would even recognize that carefree 
kid. When Brotherhood opens in the 
year 1500, the 45-year-old Ezio has 
completed his personal quest for ven- 
geance, and is now bringing the war 
to the templars’ doorstep in Rome. 

Rome wasn't built in a day, though, 
and as far as Assassin's Creed brand 
creative director Patrice Desilets and 
producer Vincent Pontbriand are 
concerned, it couldn't have been built 
at all for the previous game. 

"When we did location scouting 
[for Creed ІП and started to take 
pictures of Rome and saw all these 
statues and buildings and landmarks 
and huge physical spaces, we said, 
okay, this should be on its own," 
Pontbriand says. 

"It was too big," Desilets agrees. "It 
was so big, in fact, it could have its 
own game. And here it is." 


Here it is indeed. Rome in Brother- 
hood won't be a single city inside а 
larger kingdom; it essentially is the 
kingdom — four times the size of the 
largest city in the previous game. To 
make it a tad more manageable, the 
metropolis will be divided into four 
main districts: the bustling downtown, 
the landmark-rich “antique” Rome, 
the countryside immediately outside 
of the city walls, and Tiber Island, 
sitting in the middle of its titular river 
in the heart of the city and serving as 
Ezio's base of operations. 

While Ubisoft is keeping mum on 
key plot details, we do know that 
once Ezio joins forces with friend and 
fellow assassin Niccolo Machiavelli 
and gets settled in at his Tiber Island 
fortress, Brotherhood's most fascinat- 
ing new gameplay feature reveals 
itself: The ability to recruit and train an 
army of assassins in the war against 
the templars. 

Stroll past the Vatican's St. Peter's 
Basilica and find some poor schmuck 
getting a beat-down from Borgia's 
goons. Help him out, and he may 
join the cause. Using an in-game 
menu, Ezio can equip his recruits with 
weapons and armor and dispatch 
them on far-flung missions such as 
assassinating a corrupt official in 
Frankfurt, stalking a target in Paris, 
and silencing a templar in Madrid. 
Ezio won't venture beyond Rome, but 
his network of minions gives Brother- 
hood an international flavor. 

Once the recruits start to get some 
notches in their dagger belts, Ezio 
can use the experience points they've 





accrued to boost their fighting skills, 
free-running abilities, and so on, then 
handpick а few— possibly four, but 

a final number hasn't been decided 
yet—to act as his personal backup 
on missions. 

Desilets likens this entourage of 
assassins to air support or a smart 
bomb: They won't always be tailing 
Ezio, but can be called in to help out 
in battles or distract guards — kind of 
like cooler, on-demand versions of 
the thieves, mercenaries, and courte- 
sans we already know. 

We ask if it would be possible to 
create a Charlie's Angels-style group 
of backup assassins, all decked out 
in matching red armor, by only train- 
ing and mentoring female recruits. 
"Hmm," Pontbriand says, “I guess 
that would be a kind of emergent 
gameplay." 
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STRIKE 
EARLY 
STRIKE 
OFTEN 


The combat system in Assassin's Creed: 
Brotherhood hasn't been drastically 
overhauled, but Ubisoft is tweaking 

it to tone down the block-and-bait 
strategy that proved a little too effective 
in the last game. Instead of circling 

and waiting for an instant-kill counter, 
players will be rewarded for taking 

the initiative, and can chain together 
kill-combos from one victim to the next 
If that sounds a little like the combat 
system in Batman: Arkham Asylum... 
well, how is that a bad thing? 


The multiplayer mode’s backstory is 
that it’s training modern-day templars 
to become skilled killers, using a 
Matrix-like simulation within the 
Animus. Ubisoft hints each multiplayer 
character will appear in some form in 
the single-player game too. 


The chase is on! While the 
courtesan is busy pursuing her 
assigned target; her assassin— 
this fella here is. ealled the 
execiitioner—is affer her. A 
player's target and his assassin 4 
Will never.be бе 5ате person, 50 
“77 Stay.alert Whiléstatking prey. 


Є 
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This 'dagper-toting priest was so 

| focused on his prey, he didn't notice 
the Едо Auditore-[pokalike prowler 
Coming up behind him. After this 
kill; the successfukassassin will be 
assigned а new target, while the priest 7 
геврамупв аНега short delay. 


if this prowler is smart, he'll seek out 
a“chasebreaker”—glowing objects in 
the environment designed to slow down 
pursuers, like a gate that slams closed 
as soon as a player passes through it. 
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Ubisoft has revealed three multiplayer maps so 

far. This one is set in Assassin's Creed II’s Firenze; 
Rome and San Donato will also serve as multiplayer 
settings. There will, of course, be mgre to come. | 





This prowler knew his target was 

in the general vicinity and correctly 
determined it was this priest—not the 
Al lookalike standing nearby. His keen 
observation will be rewarded with extra 
points for the clean kill. 








tain nearly as much content as Creed 
ІІ, with the return of mainstays like 
collectible item sets, secret location 
challenges (yes, one will involve the 
Colosseum), and a dizzying variety 
of side-quests —along with the ability 
to upgrade the entire city of Rome 

in a manner similar to how Auditore 
improved the area surrounding his 
Tuscany villa. 

But what could make this game 
even more significant than its 
predecessors is the introduction of 
multiplayer—a first for the series. 
Ubisoft didn’t want to pull the trigger 
on these modes until the developers 
knew they could create a multiplayer 
experience that adheres to the core 
Assassin’s Creed mechanics. “It 


needed to work,” Pontbriand says. 

Ubisoft is only revealing one of the 
multiplayer modes right now—there 
will be adversarial, team-based, and 
objective-based flavors—but it’s a 
doozy. Called “Wanted,” it will drop 
six to eight players into a not-too-big, 
not-too-small map, where they will 
set about stalking each other. 

There are a couple of clever 
catches: Each player picks a unique 
character model, and begins with a 
single assigned target, while also 
being targeted by another unidenti- 
fied assassin. And each map is 
teeming with scores of Al-controlled 
non-playayable characters going 
about their business, most of who are 
based on the same character models 
the human players are using. 

Play as the doctor, and he might be 





given a courtesan target. On-screen 
indicators point out, roughly, her 
distance and general direction. But 
there are lots of courtesans milling 
about and it's not obvious which one 
is the target. Stabbing willy-nilly will 
blow the doctor's cover and make it 
easier for his assassin to spot him, 
and players will be penalized for every 
innocent they kill. 

On top of this tense game of 
cat-and-mouse, Ubisoft is adding 
frantic chase-and-escape sequences 
that occur when an assassin breaks 
cover to approach his target, as well 
as special abilities like the power to 
temporarily morph into a different 
character model to give an assassin 
the slip, or tossing a smoke bomb to 
confuse an enemy. And this is only 
one of the multiplayer modes on tap. 


If this nobleman kills his target, he'll 
score points that not only might help him 
win the game, but will eventually let him. 
buy character upgrades via a system 
akin to Rainbow Six: Vegas' persistent 
elite creation (PEC)—only with a more 
Renaissance-style flair. 


assin broke cover by 
toward her, triggering а chi 
5 Sequence. If she can get out of his. 
line of sight and blend back in wit 


the crowd (or dive into а паузхас! 
she'll survive and score poi 


Each character class 
will have its own unique 
weapon, animations, 
and assassination 
moves. The doctor here 
dispatches foes with this 
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The first rule of being a doctor: Do no 
harm. Unless, of course, the patient in 
question is the good doctor's target. 
At that point, it behooves the medical 
professional to stab away with glee. 


Given that Ezio Auditore will be 
operating within a single massive 
city, he’s going to need a faster, 
more-efficient way to get around 
than free-running. Assassin's 
Creed: Brotherhood allows Auditore 
to bring his noble steed within the 
city walls and Ubisoft is creating 
a whole new equine-assisted 
combat system, enabling Auditore 
to assassinate targets from 
horseback. 

Sadly, о!” Seabiscuit can't be 
customized with his own gear. 
That's unfortunate, but the upshot 
is we'll never be asked to pay for 
downloadable horse armor. 
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DEATH OR GLOR 
OR BOTH 

The folks at Ubisoft Montreal handed 
us a controller and turned us loose 
against a group of in-house testers 
on Wanted’s Firenze map. We chose 
our power-up loadout—the hidden 
gun, disguise, and morph abilities 
looked like a good combination — 
and took to the streets of Firenze’s 
bustling market district. 

We played as the bald, robed 
priest, and a small inset image in 
the corner of the screen told us our 
target was a leather-hooded execu- 
tioner. A glowing indicator at our 
character’s feet told us he was about 
92 feet away, and in what direction, 
so we scrambled to the rooftops to 
cover the distance quickly. 

Bad move. That blatant display 
of assassin prowess allowed our 
own predator —a tester playing as 
a courtesan —to pick us out of the 
crowd with ease. After we dropped 
back to the ground, she sidled up, 
and almost nonchalantly slipped a 
knife into our back. 

After a respawn, we started 
tracking our new opponent, a mask- 
wearing doctor. Feeling paranoid, 
we used the morph ability to turn the 
mixed crowd around us into an entire 
group of priests—see if you can tell 


Ñ 


% 
ease, 


which one is your target now, sucker! 

Our indicator told us our target was 
now somewhere in the immediate 
area. We looked around and spotted 
a doctor, but he somehow seemed 
too...rigid. Is it an Al pawn, or a crafty 
human playing possum? Then, a sec- 
ond doctor broke from a small crowd 
and strode past us, obviously assum- 
ing we were just another non-playable 
stooge. He was wrong — our priest’s 
dagger flashed, and we scored points 
for the kill, with a bonus for remaining 
undetected. 

During a subsequent round, an 
indicator flashed on our screen to let 
us know our own assassin had spot- 
ted us and was running our way. We 
got the heads up only because he'd 
broken cover nearby, and we ran 
like hell. The heart-pounding chase 
continued down alleyways and over 
rooftops until we finally broke line 
of sight with our tenacious pursuer. 
A quick tap of the controller's L1 
button activated our disguise power, 
buying us a few seconds of anonym- 
ity by temporarily turning us into a 
nobleman — just long enough to keep 
us safe as our assassin ran by, still 
searching for a fleeing priest. It was 
а multiplayer experience unlike any 
other: cerebral, intense, exciting, and 
yes, kind of sexy. 


We'll be honest, as much as we 
liked Creed Il, we were hoping the 
next game from the Ubisoft Montreal 
development team would have a 
Roman numeral three in the title. But 
having been treated to just the brief- 
est taste of what Brotherhood has in 
store, we're already stunned by the 
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sheer amount of stuff that Ubisoft 
is cramming into this second trip to 
Renaissance Italy. 

Army-raising, city-building, 
multiplayer modes, and Auditore as 
leader, mentor, and perhaps even 
savior? This is a Brotherhood we 
can't wait to join. ш 
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—Fast. Sliek Stylish. Platinum's hotly 
апнстатей new game іѕ а shooter 
"ее none ether, andwe' ve обї the 
=a worlds first playtest. By-Gary Steinman 
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Feature 





“| hope I didn’t make it look 
too easy.” 

We've just died. It’s not the first 
time, and it won't be the final time. 
That might sound like criticism, but 
it's not. From what we can tell, Van- 
quish won't be punishingly difficult, 
but it will smack a player back on his 
ARS (that's Augmented Reaction Suit 
to you) if he's not careful. 

It feels good, though. The chal- 
lenge is just right, and once we 
understood what we needed to do 
in the handful of diverse situations 
we encountered, Vanquish became, 
well...easíer isn't quite the right 
word. Manageable, perhaps. So the 
whispered words of concern from 
the gentleman who handled the 
controller during our pre-hands-on 
demonstration weren't necessary. To 
the contrary, it was rather nice to see 
what could be done when one knows 
what one is doing. And it was even 









nicer when, after several tries, we got 
darn close to pulling off a similarly 
Slick series of dodges, dives, shots, 
and melee attacks with the same 
balletic rhythm accomplished by our 
well-practiced host. 


PLATINUM 





PU 
Welcome to Vanquish, a third-person: 
shooter from developer Platinum 
Games, the brilliant, bizarro code 
shop that brought us the sexy stylings 
of Bayonetta. This is their fourth (and 
final) game under a publishing deal 
with Sega, and if our world-exclusive | 
playtest is any indication, the suits 
at The House That Sonic Built might 
consider re-upping that deal. Fast. 
That's because Vanquish is more 
than just a typical third-person run- 
and-gunner. It's quick. It's frenetic. 
This is a shooter by way of manga 
or anime: an impractical number of 
bullets whizz by, the ехріові 
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Best...: 


Throughout his childhood, Mitch Dyer’s mom 
used to buy all his games for him—and she 
always seemed to get it right. But now that 
Mitchy is all grown up, does his momma still 
have the magic touch? By Mitch Dyer 





Like everyone else, | always asked my parents 
to buy games for me. Kids are broke, so 
whether it was a gift-giving occasion or a 
typical Tuesday, | hounded mom like crazy for 
the latest PlayStation games. A list of specifics 
accompanied each request, aimed at ensuring 
mother dearest would buy the right game, 
instead of accidentally grabbing garbage. She 
didn’t need it, though. Even on the odd occa- 
sion when she nabbed something Га never 
mentioned, it was a topnotch title. 

Now I’m 22 years old. I’ve moved out of my 
parents’ house. | no longer have the luxury 
of mom piling PlayStation games onto my 
shelf. Which got me thinking: Does mom still 
have it in her to guess what games I'd like? 
So | skimmed through a stack of recent PS3 
releases with my mom to find out. 


Illustration by Robert Cortez « 
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“Га rather see you learn something meaningful 
while playing games, and | don’t mean what kind 
of ammo a sawed-off shotgun takes.” 
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FINAL FANTASY XIII 


Mom: Final Fantasy XIII? Really, 13? 
What happened to the final? Isn't it 
the last one? Isn't it finished? You 
don't get 13 chances! That doesn't 
make any sense. I'll tell you my final 
fantasy: You only get one Final Fan- 
tasy, not thirteen. Oh, and that girl 
on the cover [Lightning]? She looks 
like she's about 12. What's up with 
that? There's no way | would buy 
this for you. 


3D DOT GAME HERDES 


Mom: | like this! Just from looking 
at pictures, | feel like you build 
everything out of blocks, and like 
you're creating a city and defending 
it. | would buy 3D Dot Game Heroes 
for you because it seems like you 
need to be creative, and like you're 
using your imagination more so than 
a weapon. I’m your mother, and | 
think you should use your brain and 
not weapons. Weapons are not the 
answer...unless you're really pissed. 


INFAMOUS 


Mom: Oh, this looks good! | feel bad 
for that guy on the front. He looks like 
acommon man, a hard worker. What 
is he? A deliveryman? He’s deliver- 
ing something, l'II tell you. Looking at 
the cover though, | get the feeling I’m 
gonna be disappointed. [She looks at 
screenshots.] Yep, I’m disappointed. 
The game has an almost cartoony look 
to it, but the cover looks realistic. I'd 
still buy it for you for your birthday or 
something. | think you'd enjoy it. 


GOD OF WAR 111 


Mom: [Referring to Kratos] That guy 
looks like trouble. ..he’s definitely а 
bully and | don’t like him. He’s a freak, 
he has mascara on, and he looks like 
the devil. Look at that picture: They're 
having a hoedown in hell. Do people 
really buy this? | mean, what is the 
world coming to? What parent would 
buy God of War for their kids? Not this 
one. | don't care if you're 22, I’m not 
buying it. | don't care if you like it, that 
doesn't mean you get it. 


Mitch: I'm not the biggest fan of 
Japanese role-playing games as a 
genre, and | completely agree that the 
whole "final" aspect of Final Fantasy 
is absurd. This is actually a long- 
running joke in videogame culture; I’m 
glad you could recognize that 
immediately. | think the character 
looks cool, though. Still, as nice as 
the game looks, it’s not really up my 
alley. Skipping this was for the best. 












Mother 
Knows Best! 


Mitch: Yikes, I’m glad | stayed on 
your good side. You're right in that 
3D Dot Game Heroes absolutely 
includes that creative aspect you’re 
looking for—and even though it’s 
more action-oriented than you 
expected, | think you’d be all right 
with this kind of cartoony violence. 
| mean, you build a dude, and then 
use him to bash blocky baddies to 
bits. Plus, | can use my brain as 

a weapon! 





Mother 
Knows Best! 


Mitch: That cartoony look is an 
attempt at replicating a comic book 
presentation, which | do think is cool. 
inFamous had a lot of fantastic ideas, 
and the exploratory nature of its 
gameplay was excellent. There were 
aspects of the game that | didn’t love, 
like its characters and storyline, but 
overall the action and lead character 
Cole MacGrath’s supercharged pow- 
ers were awesome. Good call with 
this one, ma. 


Knows Best! 


Mitch: | hate to admit it, but you're 
pretty much all around spot-on on this 
one. Still, | love God of War. Kratos is 
a huge jerk, his look isn’t job-interview 
friendly, and it’s alarming to consider a 
parent giving her child something this 
gory and violent. But that mindless, 
gratuitous violence is what makes 

the God of War games so great for 
me. Can | just play when you’re not 
looking? Pretty please? Besides, it 
teaches me about Greek mythology! 


But Mom, | 
Want It! 
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МООМАПОМ RACERS 


Mom: This kinda looks like а kids’ Mitch: | love how you’re always 
game, for like eight and under. I'd looking for a lesson in games; it’s 
buy this to have at the house, but very optimistic of you. Racers’ flex- 
not necessarily for you. l'd buy it for Ме customization, which is where 
your nieces and nephews to play. | those interchangeable goggles and 
don’t think it matches your person- helmets play into the game, is great 
ality; it’s too kiddy. When а Кіа sees for tapping into creativity. | also dig 
that they can drive a car, and they the wacky characters and colorful 
get their own goggles and helmet, world. | think it looks neat, even if 
they don’t even need the game to it is “kiddy looking.” | guess if you 
be good. Maybe this encourages won't buy it for me, l'Il play it with 
kids to wear helmets too. the cousins when | visit you. 














THINK OF THE 
CHILDREN 


Do You Even 
Know Me?! 


GHOSTBUSTERS: THE VIDEO GAME 


BUSTIN’ MAKES 
ME FEEL GOOD 


Mom: A Ghostbusters game? Sold! Mitch: Ghostbusters is a great way 
Ра buy this because Ghostbusters to bridge the generation gap. It’s a 

is a classic. If | walked in and saw terrific bonus that the game is good, 
you playing this, I'd tell you all about and that it pays such respect to the 
the whole movie. Parents and kids movies. | would love to sit down and 
can't talk much about their interests play this with you, because | also 
because they're so different, but 1 think you'd like it, but for more rea- 
would watch you play this to see the sons than "it's a Ghostbusters game." 
stuff from the movie, and we'd have Harold Ramis and Dan Aykroyd wrote 
something new to talk about after. the storyline, and it's basically like 
Oh, look at the ghost in the logo, he's another chapter in the movie series. 
so cute. They could never catch him. | — We'd have a proton blast! You sure 
would definitely pick this up for you. know how to pick 'em, mom. 


UNCHARTED г: AMONG THIEVES 


Mom: What’s this? Hey, this guy Mitch: Buying this one is a solid 

is really good lookin’. Ра buy it just choice, mother, thank you! Uncharted 
because | like the guy. | don’t know 2: Among Thieves is a great game, 

if | like that you’re a thief though. and you’re spot on about the Indy- 
Maybe if you were just hanging out like aspect of the treasure thieving. 


with thieves, but really, stealing isn’t That similar mix of daring jumps and 
good. Well, if he’s the Indiana Jones- dangerous shootouts makes this a 





type and he’s digging up what he’s great game. | mean, Nathan Drake 
stealing, well, there’s nothing wrong is one sharp-looking chap, that’s 
with that. That’s just archeology, for sure, but he’s not why | dig the 
isn’t it? There’s definitely an Indiana game. Chloe Frazer on the other 
Jones kind of thing going on. hand...Meow! 


HEAVY RAIN 


IT'S MOTHER'S 
INTUITION 


Mom: [Referencing the box art] It Mitch: It’s freaky how much you 

looks like the A-Team there. These picked up from just looking at these 

are a cool bunch of people who characters. Unless you’ve played 

have their sh-t together. They’re Heavy Rain, you can’t understand Mother 
gonna mess somebody up. Ра buy how closely you nailed it. Another Knows Best! 
this for you, sure. This guy [Scott fine purchase. Thanks, mom! 


Shelby] needs to relax, though. z 
He looks angry. They all look like 





UR MOM! Is she as game-savvy as Mitch's 
ы NES 





upstanding people— except her - Dragon Age: Origin 

[Madison]. | wouldn't trust her for a How to Train Your Dragon instead? Send your 

minute. Ра never tell her anything. Mommie Dearest tales to PTOM_Letters@ 
futureus.com. 





She's sneaky. 
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It began as an 
obscure mash-up of 
no particular importance, 


but ever since Q-Games first 

revealed PixelJunk Racers in 
July 2007, the words "Pixel" and 
“Junk” have become synonymous 

with 2D cool. 4 Founded Бу 


PlayStation-tech and game- 


Puttin’ the funk 2225 
in the Junk 


By Douglass С. Perry 





quickly achieved beloved 
cult status as the 2D PlayStation 
Network developer because of its unique 
genre-challenging games, which started with 
Racers and continued with PixelJunk Monsters, 

Eden, and Shooter. Cuthbert's mantra for the PixelJunk 
series —which averages a new incarnation every eight 
months is to start with well-tread genres, then challenge 
our expectations of them. Racers, for example, seems to be 
a straightforward top-down arcade racing game featuring little 
Slot cars. But players aren't just racing; they're solving puzzles 
and mastering challenges while competing with as many as 80 
other cars. And while it's very approachable, Racers' wild on- 
Screen action is also punishingly tough. Meanwhile, Pixel- 
Junk Shooter might seem to be just another 2D shooter, 
but its unique mechanics, gorgeous setting, and liquid- 
like physics set it apart. 4) In less than three years, 
this little 40-person studio in Kyoto, Japan, 
has produced four original PixelJunk 

games, a handful of expansion 
packs and PSP 










































ports, and— 
counting its Nintendo 
DS games —six other titles 
in 2009 alone. But it's only now 
that Q-Games is really hitting its stride. 
Along with its back catalog (all currently 
available on PSN), gamers will discover the 
high-octane challenges of PixelJunk Racers 
2nd Lap (a full sequel to the original) and, 
in our world-exclusive reveal, PixelJunk 
Shooter 2. 4 What better time to take a 
look back at Q-Games' quirky, elegant, 
and unpredictable titles? We sat 
down with Cuthbert to 
uncover why a 





25-year industry 
veteran has eschewed 
high-profile console pro- 
ductions to focus entirely on 
2D games. And perhaps more 
importantly, what special design 
ingredients do Cuthbert and 
team bring to their "little" 
games to make them so 
incredibly deep and 
fun to play. 
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^ Racers might |dok simple, 
but it's easily ойе Of the most) 
challenging gamies оп Р5М/ 


PIXEL JUNK 


RALER 





What is it? A high-def, top-down, 
slot-car racing game that's more 
puzzle-solving than pure driving, 
Racers offers a whopping 32 modes, 
10 courses, and а seven-person 
offline multiplayer option 


Why we love it The first PixelJunk 
game, Racers is simple, pretty. 

and challenging. But, alas. due to 
repetitive courses and an unreason- 
ably tough Al, love isn’t necessarily 
а word we'd apply to it. The lack 
of online multiplayer.doesn't help 
either. Still, the goofy modes — like 
eating other cars to stay alive or 
dodging and passing opponents 

to become a fireball that blasts 
through rivals or blowing our car 
up and releasing it like a balloon to 
propel forward —all bring a smile to 
our faces. 


Dylan’s proudest accomplish- 
ment “I'd say the variation that we 
managed to put into Racers. | really 
like playing with people's ргесопсер- 
tions. If they think it's a racing game, 
we come in and invoke people's 
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imaginations. Look at Rally-X, that old 
arcade racing game that was more 
like Pac-Man—that's where we're 
coming from. We want to shake up all 
those old 2D arcade games and put 
them into a different format." 


Dylan's biggest disappointment 
"Because it was our first game, we 
made it a little top difficult for some 
people. We remedied that in the 
second one, Racers Encore. We were 
really making it for ourselves. We real- 
ized after we released it that perhaps 
it was a bit too difficult. We do listen 
to our fans. When we hear good criti- 
cism, we take it into account." 


Dylan chickens out? "Just about 
the time we were shipping Racers, | 
drove up to this huge outdoor concert 
in Tokyo and | caught chicken pox. It 
knocked me out for three weeks, so 
it was sort of a weird limbo period for 
Ime. Pacers was almost done, then | 
Went down, and when | came back 
‘out Of this surreal haze, the game had 
shipped. Aisne very least. it was an 
interesting Stari to the series.” 
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An enhanced remake of 

the first game, PixelJunk 
Racers 2nd Lap is "a bit of 
fan service, really," says 
Dylan. Q-Games is adding 
Trophies to reward gamers. 
for high-scoring laps and the 
like, and the single-player 
tournament will be easier 

to complete to address the 
difficulty complaints. A new 
Ghost Attack mode will allow 
player's to register a high 
score. Once recorded, anyone 
playing 2nd Lap can see and 
challenge the score by racing 
against a ghost car. 
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12“ 


RELEASE: January 24, 2008 
PRICE: 59.98 
METACRITIC SCORE: 83 (out of 100) 





ial рое лунк, 3 
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What is it? Q-Games' take on tower 
defense. a simple real-time strategy 
genre made popular on PC. Players 
strategically fend off waves of mon- 
sters from attacking their home base 
by building and researching defensive 
structures. A two-player offline mode 
offers a unique co-op twist. 


Why we love it Monsters features 
charming childlike hand-drawn 
graphics, crisp HD visuals, and a 
captivating soundtrack by Oto- 
graph. The mix of trial-and-error 
gameplay and later-level difficulty is 
challenging but sublimely balanced, 
elevating a simple concept to 
obscenely addictive heights. Co-op 
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€ Best tower 
defense game оп 
PSN? No doubt 
about it. 





play is the real deal, 
requiring commu- 
nication, planning, 
and teamwork. 


Proudest accom- 
plishment “We put 
a lot of effort into 
balancing Monsters. 
There’s a lot of very 
exquisite balance you have to put 
into making a tower defense game. 
You really have to think about how 
you introduce new weapons and 
abilities, and we tried to pace that 
well. Га also add that the coopera- 
tive play is unique." 


Biggest disappointment "There 
isn't any regret for Monsters. It 
came out really well. We were very 
pleased with it." 


Dylan can dance “The dancing оп 
the towers really added that kind of 
cute side to it. It gave people some- 
thing to do while they waited for the 
next wave of monsters." 
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^ Abstract and 

© obtuse, Eden has an 
undeniable:charm 
that elevates it into 
art-game realm. 


PIXELJUNK = 


ща) 





What is it? Unlike the other games, Proudest accomplishment "| think 
PixeiJunk Eden doesn’t easily fit into the whole organic feel to the game 
any genre we know of because it’s turned out well. The way the plants 


a pollination game. Players control a grow and jump, and you set off 
“grimp” (grip+jump), which looks like combos, and there is pollen flying 

















a tadpole. and the goal is to explore everywhere.” 

a series of gardens (edens). pollinate 

planet-like structures, and collect Biggest disappointment “The only 

five different spectra by jumping, thing we would fixis to permit players 

gripping. swinging, and growing — all to go back into the levels to getthe 

set against a gorgeous backdrop with ^ specters. We didn't have the time or г 

entrancing electronica music. the systems)to do it." i à ! 
1 

Why we love it Because we love to Dylan’s garden “One of the initial 1 СІРІ Е | | | 

pollinate? Or, perhaps, it’s because problems we had with the game was і | 

the gameplay is rooted in classic that if you have a complex plant, i < i i 1 " | 

platforming but tweaks the standard there are lots of places to hit it. If you ^ + | > 

approach v an organic wii had simple, solid collision detection, 

chanic and low-gravity physics. But you'd just hifit, like a brick, and there 1 i | і | 

Ба? only the half of it. The graphics would be no Way to get through it. So 

ай@ rgusic were created іп collab- we had to create a way for players to i 1 СТИ | 1 | 

oration with indie Kyoto artist and go through plants. or grip the plants 

musical composer Baiyon (Tomohisa if they want to. So We added this 3 h 

Kuramitsu). The game's explorative spin-and-grip move thatworks really = а 

nature meshes perfectly with the well. From there on, the game really i Ё 

dreamy setting and soundtrack. developed quickly.” ШШШ ШИШ EU 00055 Шы: 
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PIXELJUNK 


B | | thing is the entire flow and balance 
of the game. We put a lot of timi 























€- Rescuing every 
trapped miner can 
be quite the chal- 
lenge in Shooter. 








RELEASE: December 10, 2009 
PRICE: $9.98. 
METACRITIC SCORE: Bi (DUT OF 100) to manipulate water, lava, and other 
4 liquids in order to solve puzzles. 











Proudest accomplishment “The 
obvious things about Shooter are the | 





physics and the dynamics—the inte 
action of fluids. But the non-obvious. 











effort into giving the game the righ 
balance. You know, feeding stu 

the player in a really coi 
as they play through tl 
апсе rhythm and flo 
matches it really well, t 


What is it? A 2D, side 
e that involves a heavy d 
ration, action, and pi 













Why we love it Yes, $ 





















ж Shooter looks like 
E shoot-and-explore game. But li Biggest аіѕаррої еп! Мопе! 
© à everything Q-Ga cx 
it's packed with echanics, Dylan gets comfortable “When wi 
Я т twists on traditio ameplay ideas, made Eden, сіп“ have the ti 
ko and brain-bend ew approaches or the resot о do the things tt 
to game physi it the most inter- would have made it a better да! 
esting aspectito Shooter (besides When Monsters came out, we 
cm Э) Drie ез the expert level design) is the ability realize how huge a hit it was 























World 
Exclusive 
Reveal! 










be. We ed Monsters, 





were 6 loping in parallel E 
PIXELJUNK so we didn’t quite have tl | 
SHOOTER 2 Ж ДОКТ 
ith Shooter, bi 
Before moving to an entirely new genre, Q-Games Hike i ik Racers 2ndLap,Q-Games М! ӘЛО ле 
is creating a sequel to its most popular game in i н а Ghost Race in Shooter 2. This о sters and Ede: ; 
the series, PixelJunk Shooter. Picking up where 1 S best scores and posts them to high- idence we neede 
the first game's story left off, Shooter 2 puts ing tab | friends lists, so players can race С the time and 















players in the boots of a rescue team searching for i и lost races. English music l everything we to do. We 


‘the hero’s lost ship on planet Apoxus Prime. High Е dth will provide a new А. lly pl it 
The new story mode contains three previously Д е really please биг results. 
unseen worlds to explore, a fresh set of new И stad anda P ine people are getting used to our 


stages, plenty of survivors to rescue and treasures ir г quirkiness, and | think that’s a good 
to collect. With every newly opened stage, players ^ heat г бг р ЧЕ 0. When people На PixelJunk 
will discover how to use (and be wary of) new 2 

liquids—a key element in the first title. BU h Е ame, they sho 
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Scores | Analysis | Buying Advice 






SYSTEM 


HOW IT WORKS 












STARS: Legendary 
A game so amazing, the 
entire PTOM staff recom- 


j| mends it. A must buy! 















4 STARS: Great 
A finely crafted, 
thoroughly enjoyable 
experience. Worth your 
time and money. 

З STA є 

If the topic/license/style is 
your thing, there's enough 
to keep you entertained. 





A smattering of entertain- 

ment hidden amongst an 

abundance of flaws. 
TAR: A Flop 

We played it so you don’t 

have to. Now you owe 

us cookies. 








m! "Y | 
| Мы ГЕ .. B | 


| | i : | | 
| 4 Ё 
ЫЕ Ef ы ELL 
The Michael Bay of kart racers. And that’s a ver 






{psa PRICE: $59.99 ESRB: Everyone 10+ PUBLISHER: Disney Int. Studios DEVELOPER: Black Rock Studio 
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ә Sorry to be the bearer of bad 
news, but kart/combat racers are all 
but dead. And homing missiles and 
mines are almost boring at this point. 
And yet here we are with the two 
new contenders in what’s supposed 
to be a lifeless genre. (Flip ahead a 
few pages for our take on ModNa- 
tion Racers.) So how does Split/ 
Second find itself in the pole position 
of a race that shouldn't even exist? 
Simple: It puts us in the driver's seat 
of Michael Bay's brain. Seriously. 
Here, we find the gorgeously 
detailed urban tracks— mutant 
offspring of Los Angeles and Mi- 
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ami— populated by glistening hotrods 
apparently named after Italian mob- 
sters. ("I'd like you meet some friends 
of ours: Ryback and Corbetti.") 
Players are presented with seemingly 
mundane locales such as airports, 
shipyards, and industrial parks and 
then tasked to tear them down, brick 
by brick, as they vie for first place. 
It's like a throwback to the glory 
days of classic arcade racers — back 
when these games were just as 
serious as today's Gran Turismos. 
Some younglings out there might 
not recall a time before there were 
PlayStations on every mantle, but in 


м Who needs manufactur- 
ers’ licenses when we 
have a license to destroy? 


that bygone era, the only way arcade 
games could grab our attention 

was with something dizzying and 
bombastic, the likes of which we'd 
never experienced. Much like how 
blockbuster movies pour millions 

of dollars into outdoing television, 
arcade developers knew game fans 
weren't going to bite unless their 
senses were assaulted with pulse- 
pounding sound and fury. Well, after 
winning a race by crashing a runaway 
cruise liner into numerous opponents, 
we can confirm that Split/Second is 
nothing if not remarkably distinctive 
and theatrical. 
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Heated Competition 
Split/Second's all about the Power 
Play: the ability to detonate lethal 
aspects of each massive environ- 
ment to remake opponents into 
slow-moving shrapnel. Activate a 
wrecking ball, explode a parked fuel 
liner in the face of a passerby, or 
bring down a bridge girder on top of 
somebody —and those are just the 
level one Power Plays. Put the Power 
Play meter in the red and we’re a 
button press away from using trains, 
planes, and heavily armed helicopters 
as show-stopping projectiles of hard- 
earned chaos. 


will give any summer 
blockbuster a run for its money. 


У Initiating—or surviving— 
Power Plays is the key 
to winning races. 


SPLIT/SECOND 


ВВ We're a button press away from using trains, 
planes, and helicopters as show-stopping projectiles. 9 9 


Drivers aren’t handed these 
abilities. Nor are there nodes on the 
track to drive over to gain a random 
weapon. Instead, the game rewards 
skillful driving: Drafting opponents, 
drifting turns, and avoiding destruc- 
tive accidents are the tools needed to 
chip away at the track environment 
and unleash hell. We'll admit we were 
skeptical about this mechanic, yet 
we quickly found that it overcomes 
the randomness in other soft-shelled 
combat racers by rewarding effort, 
not luck. 

Not only does it take finesse to 
earn Power Plays, but perform- 
ing a well-executed one requires 
precise timing as well. Just being 
in a Power Play’s blast radius is like 
being kicked in the head by a surly 
donkey—the momentary concussion 
leaves our vehicle vulnerable and 
ever-so-slightly out of control. Yet it’s 
by no means an insta-kill, and nearly 
every catastrophe has a sweet spot 
where it’s possible to coast through 
unscathed. 
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Power Plays also open up time- 
shaving shortcuts and even tiered 
levels of glorious mayhem. Take down 
an airport control tower and it'll not 
only block off the standard course, 
but on the next lap players will be sent 
down a runway right into the path of a 
wayward plane. Blowing up a bridge 
doesn't just obliterate any opponent 
driving on it, but it's also a tactical 
move that can open up an alternate 
course with more shortcuts and 
explosives. Yes, Mr. Bay, this is the 
game for you. 

And for all the wickedly over-the-top 
collateral damage, there's a surprising 
amount of depth buried beneath Split/ 
Second's rubble. Even the time trial 
events (traditionally the most boring 
and uninspired aspect of all racing 
games) serve a higher purpose by pit- 
ting drivers directly against the environ- 
ment. Instead of focusing on the best 
driving line or the braking points to 
take a turn, racers can learn to dodge 
falling rocks, avoid explosions, and 
survive about a billion other calamities. 
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Split/second is presented like an episodic hollywood production. We'd 
see any would-be racers wander into the proceedings like a deer 
in headlights, so we recommend firing up these Blu-rays in preparation. 


HOLLYWOOD MOVIE ‘SPLIT/SECOND 


During one of the greatest movie openings of all time, a street-level explosion sends 
folks diving for cover as if they were in a poolside musical number. Take note of anything 
lining Split/Second's environment that looks like it may contain flammable liquids. It 
usually does! 


Survival mode features a frenzied chase through a Los Angeles culvert, similar to one in 
acertain James Cameron film with a musclebound politician. Players must avoid a pack 
of psychotic big rigs that, for example, can plow off a bridge to squash drivers below. 


We asked Black Rock Studio what movies inspired the look of Split/Second: “We really 
loved the way that movies like Transformers feature constant action and large-scale 
action sequences, but keep things upbeat at all times.” 


Ей We were laughing with childlike glee, still 
uncovering new ways to decimate any driver 
foolish enough to step on the track with us. В 


Bringing the environment down around you means a /otof falling structures. If you can 
somehow remember Burt Reynolds outrunning a collapsing tower in this 1978 classic(?), 
try to imagine that scenario occurring every 30 seconds. No mustache required. 


It took Ewan McGregor a second to untie a truck's payload and take down his pursuers 
during a high-speed chase. Split/Second does that repeatedly during online Survival 
multiplayer matches. 
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Standard modes like race, time trial, 
and elimination are fantastic even 
though they don’t break the mold. 
However, Split/Second has a couple 
of smaller objectives peppered 
throughout it that are wonderfully 
innovative asides: Survival chucks its 
drivers into an urban culvert against 
a pack of fearsome big rigs that 

hurl explosive barrels to impede or 
destroy the competition. Each time 
the player successfully threads bar- 
rels and passes another semi, more 
time is added to the clock. Air Strike 
features a faceoff between car and... 
military helicopter. Deftly dodging 
waves of incoming missiles racks 

up a point multiplier for some killer 
combos. Think such an unbalanced 
pairing is unfair? Later in the game 


the mode turns the tables, and build- 
ing up the Power Play meter can be 
used to deflect missiles back at the 
chopper. 

Complaints are few, but the 
absence of a speedometer is irk- 
some. Cars get tossed around so 
much that the game’s guardrails 
practically serve as steering aids, 
but it’s difficult to visually determine 
whether there’s an actual speed 
penalty for grinding against them. 
The combination drift/brake button is 
tons of fun as well, but there’s no tell- 
ing if the slip-slidey maneuvers are an 
efficient means of maintaining speed. 
Unlocked cars carry increased stats, 
but again, we had a tough time 
verifying the power increase because 
we couldn't see a needle bouncing to 
reflect increased velocity. 


But there's really no point splitting 
hairs about whether a car is fast, faster, 
or fastest when the rubberbanding Al 
ensures that someone will always be 
nipping at our tailpipe—no matter how 
well we race. The upside is that the 
heat's always on (affording plenty of 
opportunity for Power Play theatrics), 
but it does undermine the satisfaction 
racers get from mastering a game's 
Skill curve. 


It's easy to recognize Split/Secona's 
absolutely jaw-dropping looks, but it's 
much more of a compliment to 
acknowledge the whip-crackin’ 
camera, dizzying sense of speed, and 
cataclysmic moments that damn near 
reach doomsday level—all achieving 
new visual heights for the PS3. Best of 
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all, by the 11th hour, Split/Second had 


us doing something few racing games 
can accomplish: It kept us smiling. 
Even when the game reaches 
higher difficulties we were laughing 
with childlike glee, still uncovering new 
ways to decimate any driver foolish 
enough to step on the track with us. 
Quite simply, nothing compares to 
the feeling of careening around the 
withered, burnt-to-a-crisp husks of 
opponents that we recently annihi- 
lated with godlike pyrotechnics. Split/ 
Second is a glorious departure from 
everything that’s come before. And for 
racing fans who've grown bored of a 
slavish adherence to realism but still 
crave realistic graphics, it stands to 
revitalize the whole genre. | Chris Antista 


Rating 





Drifting through turns, slipstreaming, 
passing, and jumping are the keys to 
building up the Power Play meter. Asa 
car’s three-segment power bar fills up, 
the driver can trigger increasingly more 
powerful explosions to attack competitors 
or open up track shortcuts. Keep in mind 
every other racer has the ability too, and 
“Close Calls” with opponent detonations 
also boost your Power Play meter. 
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PRINCE OF PERSIA: 
THE FORGOTTEN SAND 


ЕН PRICE: $59.98 ESRB: Teen PUBLISHER: Ubisoft DEVELOPER: Ubisoft Montreal 


t doesn’t take long for the 

Prince himself to become 

listless. Never mind he’s in 
the midst of an epic quest to save not 
just his big brother but the entire 
kingdom from an otherworldly 
menace. And put aside the fact our 
Prince has a host of new powers to 
play with, both in combat and during 
his acrobatic clambering. Right 
now —by rough estimate, perhaps 
two-thirds through this dozen-hour 
game—the Prince is still stuck in the 
castle he arrived at when the game 
began, and he’s none too pleased. 

“Who builds these things?” our 

hero wonders. And we can’t help but 
echo his question. After all, this castle 
already had gigantic walls to keep 
intruders out. What possible purpose 
do all these internal traps serve? And 
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more to the point: Will we ever leave? 
The answer, in short, is no. Prince 
of Persia: The Forgotten Sands is set 
wholly in one place. Oh sure, we get 
to leap upstairs to the rooftop gardens 
and slide down below to where the 
djinn doth dwell (don’t believe them 
when they call it the Djinn City—it’s 
the basement), but it’s all just one 
location. With lots of traps. And 
enough running water to make us 
wonder if this palace, all by itself, is 
the reason for the parched, sandy 
world that lurks beyond its walls. 


A Princely Sum 

The lesson here? Be careful what you 
wish for. After the illustrative, magical 
2008 reboot (which, apparently, didn’t 
quite light up the sales charts to the 
extent it was hoped), we’ve been led 
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to believe what we really wanted was 
a return to the PS2 series— perhaps 
even a true sequel to first game in that 
trilogy, Prince of Persia: The Sands of 
Time. Now, here we are, seven years 
later, and this is what we get. 

To clarify, this isn’t a movie game. 
It’s piggybacking on the blockbuster 
movie-hype machine, sure. The tim- 
ing of this release couldn't be more 
perfect. And yet, despite the fact that 
it stands alone, Sands feels an awful 
lot like a movie game. A good one, 
certainly — but that's grading on a 
curve. At times, we couldn't shake the 
feeling Sands is rushed, unpolished, 
unfinished. Little problems abound, 
like recurring graphical glitches with 
floating bits of those ever-present urns 
we shatter to refresh our health and 
magic. Camera angles are awkward, 
hampering the precision platforming. 
(Do we leap forward? Or to the left? 
Neither?) And the story is an unin- 
spired series of clichés built around 


У Oh, Brother 


Meet Malik, the Prince's big brother. 
Mentor, rival, foe—he's the one we initially 
fight for, then eventually fight against. 

Go ahead and guess how it turns out— 
you'll probably be right. 
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Classic acrobatic 
maneuvers stand as 
perfect reminders of 


LOTET 


why Prince of Persia has 


endured for so long as a 
beloved franchise. 


sibling rivalry and the corrupting 


influence of power, with an ending 


we spotted from clear across the 
Persian desert. 
And yet, the game is fun. At its 


best, Prince of Persia is about the joy 
of movement, picking out the right 
path, then getting from points A to Z 
in style. Classic maneuvers such as 
sliding down banners using our sword 
to slow our descent, or running across 


М Building code requires 
that every castle have one of 
these doohickeys in them. 








walls while avoiding rotating saws and 
swinging pendulums, or leaping from 
flagpoles to posts and back again —all 
stand as perfect reminders of why 
Persia has endured for so long as a 
beloved franchise. 


Elemental, My Dear Prince 

But it’s not just the old stuff that 
amuses. A few new elements—or new 
elementals, to be more precise—add 
to the combat and clambering. These 
come courtesy of Razia, our djinn 
helper whom we encounter at various 


points throughout the game to get 
more story (yawn) and receive new 
powers (Yay!). 

The most exciting addition: The 
ability to freeze and unfreeze water 
at will, by holding the controller’s L2 
trigger. Waterfalls become walls to 
climb or cross. Fountains become 
columns for grappling and swing- 
ing. Later in the game, we also gain 
the ability to “recall” bits of missing 
architecture from the past, but only 
one piece at a time. This eventually 
creates all kinds of finger-twisting 


R New elemental powers are 


nice, but nothing beats the 


о!' sword for slicing bosses. 
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challenges where we had to alternate 
among all four shoulder buttons (the 
other two handle the wall-running 
and the time-rewinding for when 

we inevitably mess up)—any two 

of which might be pressed at once 
in varying combinations. Yes, it got 
frustrating now and again, but it 
also taxed us in a new way, forcing 
us to plan our movements and then 
execute them with perfect precision. 

Combat-— never a strong point 
in Persia games —has also been 
improved, with a progression system 
based around elemental powers 
(earth for shields, wind for blasts, 
etc). In Sands, it's all about crowd 
control, using these powers along 
with some very satisfying swordplay 
and thudding kicks to take on hordes 
of skeletons and other baddies all at 
once. There's not a whole lot to it, 
but it manages to provide a satisfying 
thrill at almost every turn. Too bad we 
can't say the same for the puzzles. 
While the acrobatic challenges were 
often enjoyable, the handful of pure 
lever-and-crank brainbusters seemed 
designed solely to frustrate. 

There's an old saying about carnal 
knowledge and pizza—how even at 
its worst, it's still good. The same 
applies to Persia. Despite Sands being 
a lesser (albeit solid) series entry, it's 
still an enjoyable romp, worth playing 
but as forgettable, perhaps, as a one- 
night stand. | Gary Steinman 


Rating (22,2% 
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Too weird not to love 


PRICE: ESRB: PUBLISHER: 
t first glance, it’s easy to 
mistake Nier for some- 
thing horrible. Its dull visu- 

als and washed-out colors have the 

look of a latter-day PS2 game. Its 

Legend of Zelda-inspired action is, 

at the outset, simplistic even by 

action role-playing game standards, 
and most of its optional tasks are 
fetch-quests so shockingly dull, 
even the characters offering them 
seem surprised anyone would 
accept them. 

That last detail, however, reveals 

a hint of what makes Nier special. 

As it turns out, its obvious flaws hide 

a wonderfully bizarre, goofy game 

with genuinely lovable characters, 

a surreal puzzle of a storyline, and 

a seeming inability to nail down its 

own genre, with action that switches 

regularly from action-platforming 

to side-scrolling to Diablo-style 

dungeon-crawling to a multiple- 

choice text adventure. And all along, 
the game winkingly prods at its 
fourth wall, letting players know that 
the weird plot, oddball characters, 
and towering monsters shouldn’t be 
taken completely seriously. 

That’s a good thing, too, because 
otherwise Nier might get pretty 
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DEVELOPER: 


grim. Taking place (mostly) 1300 
years in the future, Nier envisions 

а world where humanity has nearly 
been eradicated by a disease called 
the Black Scrawl, which has also 
flooded the Earth with ghostly 
monsters called shades. Enter Nier, 
а тегсепагу/папдутап whose 
personality falls somewhere between 
that of a world-weary badass and an 
idealistic Japanese RPG boy-hero. 
Desperate to save his sick daughter 
from the Scrawl, he embarks on а 
quest to cure the disease, eventu- 
ally teaming up with a haughty 
talking book that gives him access 
to dark magic—as well as a floating 
skeleton mage and a hermaphroditic 





swordswoman who utters obscene 
threats that'd make action hero 
Duke Nukem blush. 

Over time, the action improves 
dramatically (thanks largely to the 
powerful magic attacks and weap- 
ons Nier eventually gets to use), 
and what begins as a strange little 
RPG narrative gradually becomes 
a deeply engaging story, supported 
by amazing writing, acting, and 
music. Unfortunately, the game too 
frequently bogs itself down with 


schlepping, grinding, repetition, and 


Stiff, awkward combat. Nier can be 
surprisingly rewarding, but learning 
to appreciate its bizarre charms 


does require patience. | Mikel Reparaz 


Rating 





Nier deviates from its own action role- 
playing game formula pretty frequently, 
sometimes with awesome results. Here's 
some of what we experienced: Top-down, 
baddie-filled rooms, as seen in arcade 
titles such as Smash TV, a self-aware 
text adventure; one homage to Resident 
Evil's Spencer Mansion, complete with 
fixed camera angles; a mine cart that 
suddenly turns into a top-down shooter; 
and Diablo-style dungeons viewed from 
an isometric viewpoint. 











SKATE 3 


Ф The run-out animations (when 
we miss a trick but don't fall) 
look amazingly natural. 


Express yourself...again 


[Ps3] PRICE: 558.88 ESRB: Teen PUBLISHER: Electronic Arts DEVELOPER: Black Box 


hen Skate 2 landed last 

January, it introduced 

necessary adjustments 
and additions to the original’s 
winning formula: on-foot action, 
movable objects, competitive play 
against friends for the most 
bone-shattering bails—not to 
mention a whole arsenal of new 
tricks. Skate 3 isn’t as big a step 
forward for the franchise, but it does 
take many of the previous games’ 
ideas and perfects them, leading to 
amore polished and well-rounded 
experience. 

The flick-it controls (which utilize 

the Right-analog stick for execut- 


У Video editor clips can 
look like professionally 
cut trailers. 


ing flip tricks) feel tighter and more 
precise than ever, as do the physics. 
As a result, the simple act of landing 
a trick, nearly any trick, produces an 
immense burst of satisfaction, though 
longtime Skate fans who are fatigued 
by the formula might pine for some- 
thing fresh. The off-board controls 
have been vastly improved as well— 
as in, they actually work now. 

Other improvements include a 
more intuitive video-editing system; 
a stronger and more streamlined 
online multiplayer component; 
adjustable difficulties (for more 
forgiving controls and landings); and 
an upgraded park editor that allows 





players to drop objects (such as 
ramps and rails) anywhere in the 
world or build an entire skate park 
from scratch. The creative tools the 
game places in the hands of 
its users are truly impressive. 
Skate 3 also features brand-new 
city and career modes, but these 
additions—though still positive— 
aren't quite as welcome as the 
others. The world feels cleaner 
and brighter than ever before, but 
it also feels more fragmented and 
less believable, with large open 
spaces and outlandish (albeit 
skate-friendly) structures. The 
career mode takes a page from 
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« The Hall of Meat no longer 
pops up when we bail hard. 

It's become its own "mission 
type." Bummer! 









Tony Hawk's playbook, challenging 
us to complete all kinds of hyper- 
specific objectives. Fortunately, 

we can avoid this tedium and 
aggravation; the objective is simply 
to sell skateboards, something 

we can accomplish in any number 
of ways, such as uploading our 
replays and skate parks to the 
game's website. 

Though we miss the earnest 
realism of the original game, Skate 
3 offers the most complete pack- 
age thus far, so feel free to hop 
on board. | Scott Butterworth 


: Rating. Eee eE 
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he touching story of a 

homicidal cop and his 

groin-eating canine, Dead 
to Rights: Retribution reminds us all 
that a violent death is never as far 
away as we would hope. In fact, as 
Retribution would have it: a violent 
death is as certain a thing as 
corporate malfeasance, gluttony at 
the all-you-can-eat buffet, and а 
10-point drop in intelligence quotient 
points after a viewing of Stop! Or My 
Mom Will Shoot! 

Jack Slate shoots people the 
мау a lesser man might, say, stop 
to tie his shoelaces when they're 
undone. He slides-and-glides in the 
third-person perspective through 
а not-so-grand conspiracy, divest- 
ing suckers of their firearms and 
then blasting them in the face. 

At times, Slate can pummel his 
opponents with furious fisticuffs, 
performing gruesome finishing 
moves involving shattered arm 
bones and snapped necks. Also, he 
can direct his groin-chomping mutt 
Shadow to assault enemies, which 
should be preceded with “Chopper, 
sic balls!” but sadly is not. 
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PUBLISHER: 


DEVELOPER: 


Although the blood-spray oper- 
atic is cacophonous, the game offers 
little else. Retribution provides for 
slow-motion massacres via Slate’s 
focus mode, but this has been done, 
and done more dramatically with deli- 
ciously overdone hero dives and rolls, 
by the original Dead to Rights. The 
game also cloaks itself in a ridiculous 
and oftentimes debilitating darkness, 
something that can only partially be 
corrected in the game’s options menu. 
At times, Slate must plod through the 
enemy's headquarters, a facility that is 
comically unlit given the organization’s 
massive resources. It’s ambience for 
the sake of ambience, and it succeeds 
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RETRIBUTION 


only in highlighting how difficult it is to 
see, well, anything. Pardon the cliché, 
but the silver lining is quickly evident: 
the darkness does an adequate job of 
concealing Retribution’s jumped-up 
PlayStation 2 game visuals. 

Further damnation can be had 
whenever Slate needs a key or key 
card or respite from his own misdeeds. 
Shadow is playable in stages, dining 
on groins until there are no more groins 
to eat. File this under S for stealth or, 
more appropriately, S for something to 
clean up with a small shovel, or per- 
haps disposable gloves. | Greg Orlando 


Rating 
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SPECIAL COLLEC 





A far, far better treatment of man and 
dog was done by author and critic Harlan 
Ellison. His A Boy and His Dog tells the 
story of a young man and his genetically 
altered pet as they make their way 
through a post-apocalyptic world. The 
novella was made into a movie, and a 
quite good one at that. Both come highly 
recommended. 





IRON МАМ е 


More like a shiny tin person, actually 


BACKBREAKER es 





manipulating both analog sticks during play ron Man 2 presents a bundle of issues 
M a у b е next у gar makes it a system that's difficult to execute constantly retarding our efforts to enjoy 
PRICE: $49.99 ESRB: Everyone PUBLISHER: я precisely during the heat of competition. any aspect of it. 
DEVELOPER: с Playing defense is more problematic. If the The clunky gameplay is set around a jumpy and 
action unfolds away from the player-controlled unintelligible story that leads playable characters 
blitzing linebacker knocks the ball from defender, an X button press switches to the Iron Man or War Machine through various military 
our quarterback's hand: Fumble! When player best positioned to make the tackle or compounds fighting the same recycled robots 
our artificial-intelligence teammate interception. The perspective shift is frequently in each level. The superheroes’ capabilities are 
recovers the ball and runs in the wrong direction, disorienting and oftentimes occurs too late for varied with long- and short-range ballistics and a 
the result is a 43-yard loss. On the very next play an optimum stop. selection of awkward melee combat moves. How- 
we connect for a 49-yard touchdown. Bogus one While we appreciate Backbreaker's ever, most combat strategies became superfluous 
moment, brilliant another—that, in a nutty pigskin attempts at innovation, it’s not quite ready once a couple of the generic ranged attacks were 
shell, is Backbreaker. for the pros. | Roger Burchill upgraded. Another chink in Iron Man's armor is 


the poor graphical quality. Each level and char- 
acter is blanketed with low-resolution textures, 
which are painfully accentuated during cutscene 
close-ups. 

After only a four-hour playthrough of the cam- 
paign and every poorly rendered suit unlocked, 
there was nothing left but to try deleting the expe- 
rience from our memory bank. | David Murphy 


The game's split personality extends to its 
features. There's no NFL license and, thus, no 
real-world teams or players, but the game allows 
for animations done on-the-fly, so every bump 
and tackle is unique. With the dramatic field-level 
camera views and innovative analog-stick-centric 
control system, we marveled at the immediacy of 
the gameplay: Flick the Right-analog stick up to 
launch a pass or perform a circular swipe to execute 
a run-breaking spin move. Simple. Intuitive. Fun. 

Unfortunately, our command inputs didn't always 
result in their intended actions—lob pass attempts 
came out as bullet passes, or our runner would 
dive forward instead of juking. While the controls 
don't lack in precision per se, the challenge of 



















Rating 
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МООМАТОМ RAC 





It takes а (Mod}nation of millions... 


ga PRICE: $59.99 ESRB: Everyone PUBLISHER: SCEA DEVELOPER: United Front Games 


oted scholar, neurologist, 

and father of the modern 

psychoanalytic theory 
Sigmund Freud suggested man is 
motivated by two separate, compet- 
ing drives: the creative and the 
destructive. To this, we would hazard 
Freud may have been in error, as 
clearly man is also motivated by the 
need to take a miniature kart, drive it 
up a ramp at a near-excessive speed, 
and jump it through a flaming hoop 
while performing an altogether unsafe 
360- or, perhaps, 720-degree spin. 

ModNation Racers hearkens back 

to the classics: Mario Kart, Wacky 
Races. ії also summons up images 
of not-so-classic racers that none- 
theless had awesome names, the 
Furious Kartings and the Star Wars: 
Super Bombad Racings of the world. 
In its pace and execution, Racers 
emerges squarely in the middle of 
these two camps, offering a fine 
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racing experience, but lacking that 
certain je ne sais quois to rocket 
the title to the finish line in a wholly 
triumphant fashion. 


Custom Build 
The game is built on a wonderful 
foundation of goofiness and a wealth 
of customization options. Players can 
use a series of simple in-game tools 
to create their own wacky racers, 
vehicles, and race courses, and it’s 
no exaggeration to say the develop- 
ers have focused their efforts here. 
With the tools, it’s possible to drop 
an eerie facsimile of, say, Peanuts 
lovable schlemiel Charlie Brown into a 
tiny purple-and-green cardboard box 
and pit him against, say, his nemesis 
Lucy Van Pelt in a miniature version of 
an F1 race car. 

As a tool for free expression, 
Racers shames the competition. Its 
customization options are abundant, 


PlayStation. The Official Magazine 


and players can easily lose them- 
selves in the creation process. As 
aracing game, there is room for 
concern. The game has its heart in 
the right place, and understands 
the mechanics of the genre without 
perfectly replicating them. 

Load times here are excessive, 
with individual races taking 45 to 50 
seconds to start up, and for a game 
that embraces customization, Racers 
offers no option to modify its control 
scheme. While the controls serve their 
purpose adequately, the accelera- 
tion is mapped to the R2 trigger, and 













2 We spent hours with the simple 
yet sophisticated character creator, 
which lets us build our own avatars 
and even swap our creations online. 


> Go Online, 
Young Man 


To swipe liberally, it's good to play 
together. ModNation Racers gleefully 
encourages sharing photos, race tracks, 
character designs, and vehicles. The 
best creations are prominently featured 

in the game’s modspot section, and A 
players are free to download and tinker 
with other people’s creations before 
jumping into online races. 


since there’s little need to do anything 
but jam on the gas, extended racing 
sessions are a recipe for index-finger 
cramping. Odder still: The rear-view 
peek is mapped to the face buttons, 
which might seem less punishing on 
the digits but, in practice, is awkward 
and relatively unintuitive. 


In-game, Racers does some odd 
things, instituting in-game load times 
complete with a shift to a red screen 
when a racer gets struck with a 
weapon or goes off-track. It may be 
forgivable in the latter instances, but 
in the former it’s altogether intrusive 


and serves to pothole the experience. 


Any sort of immersion, any sort of 
momentum comes to a dead stop 
with these brief pauses—and cou- 
pled with a relentless (yet thankfully 
tunable) enemy artificial intelligence, 
the frustration meter can spike just 
as a driver streaks from first place 
to, say, sixth. 

There is a decent, if hardly over- 
whelming sense of speed to the 
proceedings, and Racers does an 
excellent job of challenging players 
with both basic objectives and sec- 
ondary goals. At times, drivers must 
smash stalls in a series of roadside 
markets, knock out a specific enemy, 
avoid crashing into walls, or perform 
mid-air spins to earn extra modifica- 
tions and customization options. 
Beyond the notion of simply pro- 
gressing by winning races, players 


are duly motivated to collect cool 
stuff—and then put it to use on their 
driver, his race courses, and the 
sweet ride he rolls to victory in. 
Themed courses await, and the 
designers here have done an excel- 
lent job of hinting at all the cool stuff 
players are free to create. Branch- 
ing paths hide ramps with speed- 
augmenting rocket boosts to ensure 
a breathtaking launch up and over 
the competition. Driving over special 
hotspots can trigger traps; some 
activate huge car-crushing plungers 
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while others throw up barricades 

to deprive the enemy of shortcuts. 
A nice complement of powerups 
has been included and these are 
further upgradeable to the point 
where a simple rocket becomes 

a multi-warhead salvo capable of 
wiping out multiple karts or a speed 
burst becomes an adventure at warp 
eight. It's at these times, when all 
the cylinders are firing, that Racers 
finishes strong. | Greg Orlando 


Rating 
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М For the record, Agarest delivers 
a far different experience from what 
some of its visuals promise. 


RECORD OF AGAREST WAR 2:2” 
Agarest Waris available for both the 
PlayStation 3 and Xbox 360 systems. 


But whereas as the 360 version is a $60 
limited edition retail SKU and comes with 





0 on ju | et + h е | 00 k 5 fo 0 | у а a Yearning Ellis pillowcase and Sensual 
3D Vira-Lorr mouse pad (we kid you not), 
GEE) price: $44.99 [PSN download) ESRB: Teen PUBLISHER: Aksys Games DEVELOPER: Compile Heart/Red Ent. the PS3 game is only available as a $45 
PSN download sans extras. That’s either 
he main thing many people team-up moves, super attacks, special із a gearhead’s RPG. The story 15 bucks saved or sweet schwag lost, 
want to know about Record combos, and anything else that can isn't especially involving and the depending o your perspective. 
of Agarest War is: What’s be strung together to administer way romantic subplots aren’t much more 
the ratio of sexy cartoons to strategy- тоге damage than necessary. Тһе than an excuse for the occasional 
role-playing game? Unfortunately, character development has just as cheesecake shot, but in practice 
someone's going to be disappointed. much depth with a cleverly designed that's not much of a problem. Ninety 
Fans looking for anime pseudo-porn item-synthesis system that's woven percent of the time it's not even 
should stick to Googling "lesbian throughout game. noticeable. | David F. Smith 


bondage hentai." As per usual. For all Aksys' efforts to appeal | 

Agarest breaks down to about 90 to slightly different market, Agarest Rating * * x p^ 
percent complex fantasy combat and 
9 percent high-flown fantasy dialogue. 
Racy stuff makes up the remaining 
one percent of the experience (as 
compared to 80-odd percent of the 
marketing), but don't blame Aksys 
Games for knowing a good hook 
when it sees one. 

So what's the real draw? As skir- 
mish-scale strategy adventures go, 
Agarest is pretty well-made. It could 
have used more variety for fighting 
opponents (as the quest goes on, 
players find themselves repeatedly 
facing very similar encounters), but 
it's easy to fend off monotony by find- 
ing new and strange ways to exploit 
and abuse the combat system. 

As with Disgaea, this game is meant 
to appeal to the kind of people who 
don't just want to win battles, but 
seek to overkill their opponents with 
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HEXYZ FORCE 





Lacking some Sting 


PUBLISHER: 





PRICE: 8 ESRB: 
exyz Force is an oddly conventional 
role-playing game. It’s odd because it 
comes from Sting, the development 

shop specializing in quirky offerings like Knights 

in the Nightmare, the world’s first and only 
strategy-role-playing game/bullet-hell shooter. 

By comparison, this feels downright 
pedestrian and so straightforward that it’s 
not necessary to pay much attention to the 
tutorials. Battles play out according to a simple 
turn-based system. The characters are another 
bunch of charming young big-eyed cartoons. 
The 3D dungeons have their share of traps and 
puzzles, but there’s nothing so twisted as to 
confound newcomers to the RPG genre. 

Force seems constructed from familiar parts, 
and the whole machine is smoothly tuned. The 
story moves forward at a brisk pace, and as 
players progess different plot threads begin 
interlocking in some surprising ways. (There 
are two separate quests to play through, which 


Wondering why a 
character suddenly 
walks on and walks off 
just as quickly without 
any explanation? It just 
may be the characters 
are meeting someone 
from the other half of 
Hexyz Force's story. 
Play the other quest to 
discover who the heck 
that was and what he 
or she happened to 

be up to. 





3A DEVELOPER: 








overlap as the story unfolds.) Combat moves 
quickly too, and the difficulty level ramps up 
just sharply enough that it's dangerous to stop 
paying attention to the onscreen action. 

Beneath the simpler gameplay systems, 
there's complexity waiting for savvy players to 
discover and exploit. Learning to manipulate 
a mess of elemental weaknesses leads to 
big damage and experience bonuses, while 
gathering a collection of seemingly useless 
items allows for the synthesis of powerful new 
weapons and equipment. It works a bit like the 
system in Valkyrie Profile — synthesized items 
eventually break and go away, so adventurers 
have to keep collecting stuff and cooking up 
new gear to stay well equipped. 

Although it lacks the surprises or intrigue 
inherent to most Sting-developed games, Hexyz 
Force still manages to provide a satisfying 
experience for on-the-go RPGers. | David F. Smith 


Rating 
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TNA IMPACT: 
CROSS THE LINE 


Some of the right moves 


PRICE: $ ESRB: Teen PUBLISHER: 
DEVELOPER: w 
f TNA Impact: Cross the Line is to be 
believed, pro wrestlers rise meteorically, 
but are quickly cut down by the 
Machiavellian schemings of their peers. Found 
battered in Mexico, they somehow find themselves 
on a path to revenge involving brawling through a 
nationally televised program. Given pro-wrestling 
storylines, it’s not that large of a leap of logic. 
APSP port of a two-year-old console game, Line 
presents great visuals, crisp animations, and a 
smartly placed camera that doesn’t detract from the 
action. As the wrestlers go at it, little touches like 
their exaggerated reactions to attacks and realistic 
ring-rope physics really make the game рор. 
Control-wise, the game is appreciably simple 
for most grapples and attacks. However, it hits a 
snag when too many specific functions are 
sourced to one button. Pressing the Circle button 
without context does nothing. However, in 
context, it initiates a submission move; executes a 
finisher; makes a grappler enter and leave the 
ring, climb the turnbuckle, jump to the suspended 
ropes in an Ultimate X match, and attempt a pin. 
Depending on when and where the context 
occurs, circumstances like a pin attempt that 
leads to exiting the ring can and will happen. 
There's still some impact here, but the blow is 
certainly blunted. | Tony Barrett 


Rating 
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ПТ СС” Awesome 
discoveries 





LD^AOL Ом 

Head to the coordinates Х:20528 Y:11852 and 
you'll find yourself at the highest point of Panau 
Island: the snowy peak of a huge mountain. One of 
the game’s hundred hidden Ular skulls is up here, 
but the real reason it’s worth a visit is the thrill of 
jumping off the side into the misty abyss below. 
And the view is quite something, too. 





Pon 
Ого m, л oU 
"е Chaos points yov 
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LAST REMNANT It’s details like 
this that make Panau Island a Lj 2, 
pleasure to explore. diu THE ANCIENT 


Head to X:3909 Y:25071 and you'll find a large 
area of dusty desert filled with the remains of some 
ancient, long-gone civilization. At sunset it's 
remarkably beautiful, and a rare moment of calm in 
a game that's otherwise all about noise, 
distractions, and explosions. There are similar 
ruins dotted all over Panau, but this is the biggest. 
Maybe the ancient Panauan capital city? 


















THE HIDDEN 
ENEMY BASE 


Well, maybe "hidden" isn't the right word. In true 
megalomaniacal dictator fashion, Pandak 
"Baby" Panay has carved his face, and those of 
his predecessors, into the side of a mountain. A 
garish monument to his presidency. Flip a 
Switch outside and his mouth slides down, 
revealing an opulent domed base filled with 
cherry blossom trees. The final mission takes 
place here, but you can visit any time— just head 


to the following coordinates: X:30375 Y:30637. FA | CTS You only realize how big these 


faces are when you're standing beneath them. 


HIGH FLYER It has no weapons, 
but makes e it with high 


COME |1 THE RACE TRACK 


At X:9170 Y:11413 you'll find this massive race 
track, complete with Al racers doing laps in 
vintage sports cars. Look around the pit area and 
you'll find some of the game's fastest autos 
parked under a series of tents. Regardless of the 
game's quirky handling, it's still fun doing a few 
laps of your own. Blow the other racers up when 
you get bored. 








THE SECRET 
CHOPPER 


In Panau City’s skyscraper-filled financial district, 
at the coordinates X:5904 Y:13693, you'll find the 
tallest building in the game. Head to the roof— 
you can climb up there with your grappling hook, 
or bail out of a plane or chopper—and you'll find 
this tiny helicopter parked on a helipad. It's one of 
the nimblest, fastest aircraft on the island, and 
perfect for taking an air tour of the city. And while 


PRIZE RACER You could 
you're up there, grapple to the top of the nearby Р е T такеауегургену racing 


antenna for a particularly terrifying base jump. x s » game with this engine. 


| PlayStation Network 


THE WHALE 


There’s a sliver of beach at X:29603 Y:31351 
where you'll find the limp, rotting carcass of a 
beached whale. When you pass your 
crosshair over it, you'll notice it turns red, 
indicating it can be destroyed. Simply equip a 
rocket or grenade launcher, take aim and— 
from a safe distance—fire. The unfortunate 
animal will explode into a fountain of bone Е К А 
and blubber, revealing an armor upgrade box £ à в 1 е зу 
inside its cavernous rib cage. It’s what he " | 7 ЗВ I ^ 
would have wanted. И a тк 













FLOAT ON The balloon is super 
slow, so sérves'no real pütpose. 
othér than sightseeing. 


THE HOT AIR 
BALLOON 


" А, Bored of planes апа choppers? Then get your 
- T butt to X:7397 Y:16150 for some vintage 
aviation. First, you have to shoot the weights 
off: look for the four sandbags attached to the 
basket. Then, when you get inside, press 
F E Triangle to ignite the burner and fill the balloon 
C 3 with hot air. You can control the direction of 
MEUS TIME — г. : | your drift by shifting your weight to each 


It's already dead, so 
don't feel toolbad corner of the basket. 


about blowing it up. 


SHIP SHAPE Not the kind of thing 
you'd expect to find in the desert, eh? 


STRIPPED DOWN There 
are a few upgrade and 
cash boxes up here too. 


THE MYSTERY 
TANKER 


А mysterious shipwreck can be found at X:10437 
5 Y:23499— in the middle of the desert. This is likely а 
i reference to Steven Spielberg’s seminal science- 


Mark X:29584 Y:11435 on your map. This is the Mile High Club, a floating fiction film Close Encounters of the Third Kind, 


fortress of smut and suggestive dancing. Aboard you'll find gyrating girls where scientists find a similarly huge ship in the 
(апа guys), a miniature runway with attached private jet, and an opportunity Mojave Desert. It could also be a reference to the 
for an easy "I Believe | Can Fly” Trophy (for base jumping 1000 meters). Black Rock slave ship in Lost. Whatever the 
Grapple up to the top of the balloons and leap off. Simple. You can’t shoot inspiration, it’s another example of the game’s 


the place down, unfortunately. incredible detail. 


i 


THUNDER RO; it a lightning storm 
suddenly strikes, d@stroying the 
peaceful atmosphere. 


THE ONES 
WE DIDN'T 
PICK... 


FAKE SHARK | 

There's a small lagoon at 

- X12665 Y:22595 Where you'll 
notice a shark's fin poking out of 
the water, moving in circles. But 
when you dive Beneath the water 








you'll noticé lly just a 
motor with a fake fin attached. 
Weird, ! $ 
BUBBLE GUN 


Look aroi X:4245 Y:25978 for 
a bell towér'among some trees 
with white leaves. Climb up with 
your grappling hook and you'll 
find a “special” weapon: a green 
plastic pistol that fires bubbles 
and does no damage. Not the 
Most useful gun in the game. 


а 
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Сап miss classics— 
now available оп 





Section 8 


Спс $23.99 ESRB: Teen PUBLISHER: 
TimeGate Studios DEVELOPER: TimeGate Studios 


+ With so many excellent online 
multiplayer-focused first- 

person shooters available, it’s easy to 
see how a game like Section 8 might 
get overlooked. The generic space 
marine aesthetic has been done to 
death, and there’s not a lot about the 
overall look and design that makes it 


stand out. But the tight, intense, and 
engaging gameplay kept us coming 
back for more. 

As a heavily armored space warrior, 
there are numerous selectable weap- 
on loadouts that can be switched on- 
the-fly at battlefield supply stations. 
The ability to switch roles and tactics 
in the midst of battles stands out as a 
highlight. We also enjoyed experi- 
menting with the super-speed charge 
and run, launching ourselves high 
into the air with a rocket pack, and 


deploying turrets and other helpful 
depots to create defensive positions. 
The short solo campaign is a 
decent primer to learn the subtle 
gameplay nuances, though multiplay- 
er is where the real action lies. The 
sprawling maps with numerous drop 
zones and contestable capture points 
make the 32 battles a pleasantly 
chaotic affair. Even if it’s not strong 
enough to top the best AAA shooters, 
Section 8 offers plenty of fire- and 
staying power. | Nathan Meunier 





PlayStation) t 


Hamsterball 


ETE] Price: 58.88 ESRB: Everyone 
PUBLISHER: TikGames DEVELOPER: TikGames 


PlayStation 


ща | Originality is not Hamsterball's 
strongest suit. Still, it possesses quite 

a few levels of furball rolling entertainment. 
The game had us sending a plastic-ball- 
ensconced hamster barreling through colorful 
3D obstacle courses that grew more warped 
and winding as we progressed. There's a 
familiar but enjoyable Super Monkey Ball vibe 
about the whole critter-tormenting affair. 
к ЕЙ However, the game shines brightest іп the 

2 pu h isometric Stunt and Trial modes that rip off 
қ Marble Madness. Copycat syndrome aside, 
Hamsterball is an adept time thief. | NM 


а 
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Blue Toad Murder Files: 
The Mysteries of Little Riddle, Episodes 1-3 


[БЕ] рис: $14.99 ESRB: Everyone 10+ PUBLISHER: Relentless Software DEVELOPER: Relentless Software 


+ Loaded with gobs of silly 
British charm, the first three 

episodes of the Blue Toad Murder 
Files get off to a great start. The 
kickoff of this cartoonish “whodunit” 
puzzle adventure series sees the 
detective agency’s much-needed 
vacation to the quaint village of Little 
Riddle grind to a halt when the mayor 
is shot and killed in front of everyone. 
Uncovering the gunman in a village 
full of unusual folks isn’t as easy as it 
sounds, and things only get worse. 


As far as adventures games go, 
this series is a very different animal. 
The plot flows as if it's on rails. We're 
essentially an audience for the oddball 
character interactions and the laugh- 
able musings of the marvelously 
voiced narrator until we're called on 
periodically to engage in problem- 
solving activities and puzzles. 

Paying attention to what's going on 
in the story is crucial, since there are 
numerous instances where random 
details play directly into the puzzles. 


Some involved recalling the names 
and details of specific individuals; 
others were more demanding of our 
mental prowess, particularly when 
cracking written code and converting 
English currency. The challenges can 
get quite tough, but never become 
permanent roadblocks. It's also 
amusing to be chastised by the stuffy 
narrator for wrong answers. With two 
murders and a burglary, episodes 1 
through 3 set the stage for more she- 
nanigans to come. We approve. | NM 








Wakeboarding HD 


[EE] ace: $14.99 ESRB: Everyone PUBLISHER: Creat Studios 


DEVELOPER: Тікбатев 


man Being dragged along on water by a speedboat 
is a lot more enjoyable when we're encouraged 

to smash into buildings, leap off insane ramp jumps, 
grind random rails, and make vacationers dive into 
the drink to get out of our way. Wakeboarding HD is a 
good-looking game that doesn't take itself too seriously. 
There are many mission challenges to try to unlock and 
a lot of content to explore, but rigid, unforgiving controls 
and painful load times ultimately make the arcade-style 


gameplay wipeout. | NM 





фи д 








Final Fight: Double Impact 


[ГЕ] price: $9.99 ESRB: Teen PUBLISHER: Capcom DEVELOPER: Capcom 


> This classic brawling double feature packs а big 
punch with the hit beat-’em-up Final Fight and the 

hack-and-slash wizardry of Magic Sword. Both arcade 
classics are back in their full original glory, and playing 
them in the retro-stylish simulated arcade-style cabinet 
definitely brings back memories. Unlimited continues 
make it possible to delve far deeper into the games than 
we could afford to in the days of yore, and unlockable 
achievements offer new rewards for beating up on the 
same old baddies. Double Impact is teeming with awe- 
some "805 arcade nostalgia. | NM 
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Play On 


Must-have add-ons from 
the PlayStation Store 





Heavy Rain Chronicles 
The Taxidermist 

PRICE: $4.99 | ESRB: Mature 

Another unnerving vignette in the 
same creepy style as the main 
game, The Taxidermist offers a 
brief but thrilling new chapter with 
multiple endings to explore. 









Army of Two: 
The 40th Day 


A few extra hours of bro-slaying 
in two campaign levels, Collateral 
Damage and The Assassination, 
should be enough to satiate the 
itchiest trigger fingers. 


Aliens vs. Predator 
Multiplayer Swarm 
Map Pack 

PRICE: $6.99 | ESRB: Mature 

The slaughterfest among Colonial 
Marines, Aliens, and Predator hunt- 
ers continues on this map pack’s 
four new areas. 
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y—before MTV's Jersey Shore became the new face of horror—there was nothing scarier than a man transformed 
to raging wolf by the cold light of a full moon. This updating of the classic 1941 horror film The Wolf Man seeks to recapture the 
terror of yesteryear with an all-star cast of Anthony Hopkins and Benicio Del Toro and healthy doses of bloody, savage violence. 
Of course, when Del Toro's character returns to his childhood homestead to investigate his brother's murder, he discovers there's 
something worse than being a lycanthrope: the family reunion. 


Never pass on an opportunity to see the work of make-up 
master extraordinaire, Rick Baker. 


We've finally recovered According to the Orlando Sentinel’s 
Modern-day Emily Blunt? from the most horrific Roger Moore, “Del Toro gives his least 
Attractive. 19th-century Emily werewolf movie of all mumbly performance in years." This 
Blunt? Hotness! time: 1985's Teen Wolf. we've got to hear. 


Sir Philip Anthony Hopkins. Now, that's an actor. You don't get 
knighted for being some flash-in-the-pan "celebrity." 
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will kill ай of you 








| © Avatar 
* The Imaginarium of 
ít The Drawn Together 
` Movie: The Movie! 
Iron Man 
кш 


+ House: Season 6 

* 24: Season 8 

» Smallville: Season 9 

* Chuck: Season 3 

* Breaking Bad: Season 3 





^ "Tail? What tail? I 
have no idea what 
you're talking about." 








what you see, we will send you 
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FOR ONLY $19.95 
— that’s a savings of Goce 
feme 
WER S37 0 Eus 


the cover price. 


Produced by hardcore 
gamers for hardcore gamers. 
PC Gamer is the #1 choice 
among gamers. 


We deliver: е Hard-hitting reviews 
е Unique editorials 
е Major exclusives 
• The latest PC gaming news 
е In-depth product previews 
e A monthly disc packed with hot demos and much more! 


Offer good in U.S. only. Newsstand rate per issue with disc is $8.99. Canada U.S. $34.95 (includes GST); Foreign: U.S. $49.95. Prepaid in US funds. Please allow 6-8 weeks for delivery of first issue. 








А This month's 
conversation starter 


DEPT. OF WAIT UNTIL SHE READS THIS 
“My wife was ready 
to give birth! But! 
managed to get in 
some PSP play.” М 


Send your comments to 

РТОМ _Letters@futureus.com. 
Or we'll be forced to run swear 
words and naughty pictures of 
Bea Arthur to fill space. 


We welcome reader photos, letters, and 
stories ("Submissions"), however, we cannot 
promise to publish any Submission and none 
will be returned. Neither PlayStation: The 
Official Magazine (“РТОМ”) nor Future US, 
Inc. shall be liable for loss or damage to any 
Submission. By sending in your Submissions 
to PTOM you represent and warrant that you 
own or otherwise have all necessary rights to 
the Submissions to allow us to publish them 
in PTOM and as follows. You grant PTOM a 
worldwide, royalty-free, perpetual, irrevocable, 
non-exclusive right and fully sub-licensable li- 
cense to use, copy, distribute, publish, modify, 
adapt, translate, and store, your Submissions, 
in any form, format, or medium, of any kind 
now known or later developed and to use your 
name, likeness, and any other information in 
connection with the use of the Submission 
you provide. 


94 | July 2010 





CLEAN UP YOUR ACT, 
PART I... 

| was curious as to whether or not 
you guys could reduce the amount 
of cursing and women pictures? I’m 
only for 14 years old and | love your 
magazine, but my parents cut out or 
mark up any pictures or swear words 
in your magazine! My little brother 
loves the magazine so much, he will 
hide from our parents while reading 
it! | Noah Current, Parts Unknown 


NOAH, MEET WENDY 

15 there an M-rating for your magazine 
| don't know about? | thought readers 
of various ages read your magazine? 

| intercept the magazine issues | 
subscribe to for my son and am grow- 
ing increasingly appalled by some 

of it. | am referring to the article “Top 
Ten Moments in Heavy Rain” and the 
photographs provided. 

Sony releases games with a fairly 
reliable rating system. Maybe the 
magazine needs a rating system of 
its own for consumers. If | wanted 
my son to know and see that much 
about Heavy Rain | would have al- 
lowed him to purchase it. A God of 
War article in a past issue was 
accompanied with a photograph 
of the main character in bed with 
several women. | removed that 
article. | also go though the magazine 
to seek out various advertisements 
depicting nude women (with private 
parts covered with a bar—a useless 
feature). I’m seriously considering 
canceling the two subscriptions | 


pe 





LETTER ОЕ 
THE МОМТН 


HOW TO WIN THE LOTM AWARD 
| have a sweet PSP picture and was wondering 
if you can publish it in the magazine. This is the 
only email address | could find seeing as how | 
don't have a copy of the magazine around, be- 
cause | had to rush to the hospital. My wife was 
ready to give birth! It was some crazy times, but 
1 managed to get in some PSP play. Anyways, 
here he is... | Carlos Perez, Kissimmee, FL 

If you think that we at PlayStation: The Official 
Magazine will be tricked into giving you the 
coveted letter of the month award because.... 
awwwww....what a cute baby! Here, have the 
coveted Letter of the Month award, which 
comes with all manner of free stuff for you 


and your very adorable son. 


!, and Hot Moms 


hold with PTOM as well as informing 
other parents about the magazine's 
contents. Your magazine should "test 
its own morals" if any. This magazine 
needs to be more considerate of 

the varied age groups that open its 
issues. | Wendy Pulver, Naples, NY 
Wendy, we applaud your efforts. 
Parents need to monitor what their 
kids are watching and reading, and 
you seem to be on the ball. 

We strive to cover all facets of the 
PlayStation experience —and that 
includes M-rated titles. We'll some- 
times use pictures that may not 
be appropriate for small children, 
although we're not Playboy, and 
we'll never show full nudity. We'll 
also use rough language some- 
times, which we should really tone 
down because our moms read this 
magazine, too. 

As for you, Noah, thank your 
parents for caring. And then hit 
them up for more allowance. We 
find threatening to hold your breath 
works awesomely. 






DATES “В” US 
Гат a loyal PlayStation owner and 
have only purchased PlayStation 
products starting with the original 
PlayStation. My oldest son safely 
returned from гад but with an Xbox 
360. I naturally refused to play it, but 
got suckered into playing Left 4 Dead. 
It was okay, but | quickly tired of 
running around shooting with no real 
plot. My youngest son, however, is 


Sebastian 
James Perez: 
7lbs, 4oz, 
20.5 inches 


Lj 
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15 and LOVES running around shoot- 
ing zombies. So here is my problem. 
He has a birthday coming in July. He 
wanted an Xbox 360 but | told him 
that was too big a ticket item for his 
birthday, and something like that was 
more a Christmas gift. The real rea- 
son was that | feel extremely guilty, 
but | can't justify buying another 
PlayStation just for my son to use. If | 
buy him the Xbox for Christmas, how 
bad will my punishment be from the 
Sony gods? Should | just let him play 
my PlayStation and hopes he forgets 
about my promise? 

BS. I'm 41, and single. Do you 
know of any employed men between 
35 and 45 who enjoy science fiction 
and videogames to hook me up 
with? Is Gary single? That would be 
awesome. | Melody Monteiro, East 
Liverpool, OH 
We'll let you in on a little secret, Mel- 
ody: We at PTOM own Xboxes and 
Dreamcasts and Wiis and Nintendo 
DSes and, in his sordid donut-fueled 
purple haze days, Gary was once 
seen sidetalking on an N-Gage. We 
are game fans, and while PlayStation 
systems are by far our favorites, we 
love playing awesome titles no mat- 
ter what console they're made for. 
So buy your son what he wants, and 
guilt be damned. 

Also, Gary is happily married. 
Further, all the single, available guys 





М Et Cetera АП the other stuff that distracts РТОМ 





Gigante's | Pizza | Worth 
every penny 

Gigante's makes pizza. 
This is no mealy-mouthed 
craptaganza of a pizza, 
but rather a superpizza 
infused by the ultimate in 
awesomeness. Gigante's ms 
is heaven on Earth, found y 
in Greg's home town, A 
Oceanside, NY. EXPE SE NAI 


Gigantes 
ы 


Кеодасле 














we know are into dating female Hulk 
Hogan impersonators or are too 
busy writing Manimal fan fiction. 
Maybe one of our readers fits your 
requirements? Anyone? 


FORCING THE ISSUE 
Wouldn't it be great to һауе a Star 
Wars game that uses the PlayStation 
Move? Think of it—you could wave 
Sony's motion controller around as 
you play a Jedi. | Ricky Kimsey, Parts 
Unknown 
We posed this ques- 
tion to the fine folk 
at LucasArts who, 
oddly (and politely), 
declined to com- 
ment. So, then, we 
went to our backup 
in these matters, 
the Magic 8-Ball. 
Old Eighty says it's a 
sure thing, although it also 
routinely predicts we'll be eaten by 
giant insects or crushed between 
the gears of life's cruel machinery. 


TWO MINUS THREE 
EQUALS NEGATIVE FUN 
| have a couple of suggestions for 
your reviews section. How about 
mentioning the length of a play- 
through and replayability? 

Take the review for Final Fantasy 
XIII. | know most role-playing games 
take quite a while to play through 
(like 30-plus hours), and most also 
have optional sidequests. Does the 
linear play of XIII also mean shorter 
playthroughs? There is also no men- 
tion of sidequests in the review. I think 
reviews should also include a mention 
ofthe time it takes to play the game 
through without any sidequest or 
games that aren't required to finish the 
game. Reviews should also give an 
idea how many sidequests there are. 

Another issue is replayability. 

Once you finish a game like FFXIII, is 
there any incentive to play through 
it again? 

One last thing. Were there any April 

Fools pranks in the April 2010 issue? 


Demonstration 2010 | 
Album | Free 

Scott's favorite Indiana- 
based pop punk trio Good 
Luck recently posted 

a fantastic (and free) 
four-song EP right here: 
Tinyurl.com/GoodLuckEP. 
Rock out for free or donate directly 
to the band...and maybe get lucky 
when the band tours this summer. 









Grand Theft Auto IV: The Ballad of 
Gay Tony and Dead or Alive: Paradise 
spring to mind... | А/ Metz, Parts 
Unknown 

Reviews are a very tricky and cun- 
ning beast, Al, and we're always 
looking to improve the way we at this 
here penny gazette critique games. 

One of the things we don't want to 
do is suggest to readers that more 
equals better. The length of time it 
takes to complete a game has no 
relation to its quality. The same can 
be said about replay value—a 
metric ton of games afford 

opportunities to replay a 
wholly crappy game in an 
entirely new way. 
At its heart, a review 
should tell you what 
a game looks like, and 
what it feels like to play. It 
should explain why a game 
succeeds or fails without reading 
like a checklist, or resorting to some 
vaguely mathematical formula to 
arrive at a final score. 

Also, the games you mentioned? 
They're real. We've yet to play any 
April Fool's pranks at PTOM, save 
for the time we froze the intern in 
carbonite and shipped him off to the 
vile gangster Jabba the Hutt. Boy, 
we predict his face will be red if he's 
ever thawed out. 


ANOTHER READER 
WANTS A JOB 

Do you guys have a job for me over 
there as a game tester? I’m just 
saying the way | go through games, 
and how good | am at playing them, 
it should be my profession. | Nicholas 
Leandro, Parts Unknown 

Testing videogames is a good way 
to get your foot in the door, which 
will then be slammed shut by some 
heartless megaconglomerate, leav- 
ing you with a bloody stump. 

Also, if you read our "Testing the 
Mettle" feature story in last month's 
issue, you no doubt know game 
testing is not all about beating 
games quickly —or at all. 


Breaking Bad | TV show | 
AMC Network 

Forget Mad Men. When 
Gary wants a dose of 

the truly insane on the 
AMC network, he turns to 
Breaking Bad instead. Who 
better to be a role model 
than a meth-cooking, 
home-wrecked high 
School chemistry teacher? 
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Manimal references in 
PlayStation: The Official 
Magazine. There will 
be more. 





Pounds lost by Roger on 
his way to professional 
hunkdom. Way to go, 
Roger! 





Problems of the PTOM 
staffers, and not a one 
associated with women. 


Correction Box 


Apologies to Activision’s senior 
producer Meghan Morgan, 
who was incorrectly identi- 

fied as Neghan Morgan in last 
issue’: angled Web” article. 
The writer has been shot out 
of a cannon. 





The Last Airbender | Movie | $10-ish 
Roger's dog's name 

is Appa. Can you tell 
he's an Avatar fan? As 
such, Roger's claimed 
prime Cineplex-line real 
estate in anticipation of 
M. Night Shyamalan's 
live-action adaptation of the animated series, 
which opens July 2. But please, M., recapture 
your Sixth Sense magic. 
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ummer is heating up and so is our 

coverage of the hottest games. Lara 

Croft is back with a whole new angle 
and this time she has a partner! We travel to 
Japan to find out what those wildly creative 
developers at Q-Games are up to with the 
PixelJunk franchise. Green Day: Rock Band 
brings the punk rock icons onto your PS3. 
Clash of the Titans brings the epic tale to the 
console and there's much more in this 
episode of Qore. 

—Veronica Belmont 


GREEN DAY 
ROCK ВАНО 


Qorefeaturing Lara Croft and the Guardian of 
Light. 2 Meet Qore's host, Veronica Belmont.3 Billy 
Joefeatured in Green Day: Rock Band. 4 Upcoming 
Blu-ray movies and games. 5 PixelJunk Shooter 2 
from Q-Games.6 Centaur from Clash of the Titans. 

Clash of the Titans’ version of Cerberus. 


Qore is available for purchase from the 
PlayStation Network for $2.99 an 
episode, or $24.99 for a 13-episode 
subscription. Subscribers have access 
to Betas, demos, themes, and 
additional downloadable content. 


"Content subject to change. 


96 | July 2010 


g 
2o 
Е 
4. 
o 5 
29 
5 
5 
g 
& 
зе 
5 
в 
95 
8 
22 
о 
Бо 
В 
5B 
5 
5 Е 
3 
<> 











Гың! never | we 


a be 4% 
ж г. 2 i. 
5 i кө. v I ж kad СА 


f will never buy a bad game again I will never buy a bad game again 


GF) GAMEFLY.COM 


Video Game Rentals 
Over 7,000 titles - No late fees - Free shipping 
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Download GameFly GameCenter for FREE on your iPhone™, Android and Palm Devices! 








OUTLAWS To THE END 


ROCKSTARGAMES.COM /REDDEADREDEMPTION 


таза ® хвохзбо (Ус 








МАТОВЕ 17+ Blood 
Intense Violence 
Nudity 
Strong Langua 
Strong Sexual Content 
ДЕШИ Use of Drugs 





ADVERTISEMENT 


№, PlayStation. 
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RPG MASTERS OBSIDIAN 
ENTERTAINMENT PRESENT 
ALPHA PROTOCOL - THE NEXT 


BIG RPG OF 2010. IN A GAME 
WHERE YOU CAN CHOOSE ТО 
KILL, COERCE, SUBVERT, OR 
SEDUCE YOUR GREATEST 
WEAPON WILL BE CHOICE. 


VISIT Game 


TO RESERVE 


AND RECEIVE THE EXCLUS! 
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Gameston Me: IPIE SE 


power to the players entertainmen 
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© SEGA. All Rights Reserved. SEGA is registered in the U.S. Patent and Trademark Office. SEGA, the SEGA logo and ALPHA PROTOCOL are either registered trademarks or trademarks of SEGA Corporation. Developed by Obsidian ` 
Entertainment, Inc. Obsidian and the Obsidian Entertainment logo are trademarks or registered trademarks of Obsidian Entertainment, Inc. All Rights Reserved. Unreal® is a registered trademark of Epic Games, Inc. Unreal® Engine, 
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Ourgoal TS io) SON с/аѕѕіс оо дате тадагіпеѕ SO that 
they! аге пой lost permanently: 


People interested in helping out in any capacity, 
please visit us а retromags-com. 


No profitis madeifrom thesescans, nondo we offer anything 
ayailablefrom the publishers themselves: 


ІГуош come across anyone selling releases from 
15 site? ріеаѕе ао по 50ррог them апа (90) [е TSOA 


Thank you! 


